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INTRODUCTION 


pm tm. si nr mums 


The core Phantasy Slar concept is almost perfect. Grab an^ssortment.ot strange monsters, cool characters, and treasure, then 
mix them together. Repeatable, randomized dungeons, great level building, and solid tactics don’t grow stale. 

But what would make the mix even better? Portability and dual screen action, of course. Nintendo DS™ owners get their share of 
the love now thal Phantasy Star Zero has arrived on the scene. The story is new and the quests are as well, but the familiar mix 
of addictive killing returns to a warm welcome. 

1G0 levels of slaughter await you. Build your MAGS, try out 14 classes of Humans, CAST, and Newmans, and save the world 
Irpm destruction. This guide takes you along for the ride, revealing to you the ins and outs of the game. There are strategies for 
defeating all the monsters: bosses and little guys alike. Compare the slats for both starting and fully leveled characters tn see 
whal’sbestfor the bujld you want to create! Read weapon descriptions to see what's new, and enjoy some of the series fine 
artwork. Intact, you'll learn how to unlock all three difficulty modes, in case the first iwo aren't enough lor ycur tasle. And if 
that’s still riot enough, we’ll solo Rayburn blindfolded just to make you happy. We're crazy like that. 

+ + + + + + ^ 

llj/ou're ready tg delve into the world of Phantasy Star once again, get this book today. See you online! 







it started iuit» the grent mu 


Human and CAST history only goes back 200 years, to an event called "The Great Blank." That period marked a time of ecological destruction that 
nearly destroyed civilization, lt ! s known that all members of an old race called the Newman died during The Great Blank., CASTs fell unconscious, the 
environment became toxic, and humanity was forced underground to survive. 

About 100 years ago, things began to improve. Though the planet was still devastated, some regions became safe enough for communities to form. 
Humans came back to the surface and started to rebuild, CASTs began to wake as well, though only a few here and there. 

Numbers have swelled recently as more Humans are born and CASTs continue to reawaken. Though no new CASTs are being created, their numbers 
are strong, Huge swaths of wilderness are filled with ruins, secrets, and technology from the past. The Hunter's Guild exists to find treasure from the 
lost era and to protect settlements, Some Hunters escort workers to lay lines of communication between cities. Others fight oft monsters. And some 
Hunters delve into the deepest ruins, either for Meseta, glory, or a personal interest in the past. 

Dairon City is one of the larger settlements. It boasts a supply of weapons, armor, and medical items that all Hunters need. People come there to 
improve Iheir gear, to visit the reputed Photon Collector, and to find work. 
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Humans are a versatile race. TbeyTe known as skilled Hunters, Rangers, and Force users. No job 
is impossible for a Human, though other races sometimes surpass them in accomplishing a given 
chore. Humans are able to use more Materials to raise their stats. 

In terms of emotions, Humans are varied. Humans can be bold, selfish, cowardly, simple, brilliant, 
or just about anything else you might imagine. 


CASTs are a race of intelligent robots with some relation to MAGS (smaller robots that accompany 
most Hunters to aid them in battle). Most CASTs are logical and able bodied. Though unable to 
use Force abilities, these robots are considerably tougher than the other sentient races. It takes 
a lot of punishment to fell one of these guys. Some say that they can even lose their heads and 
survive, waiting to find a new body. 

CASTs use traps to thwart their enemies, and they regain health very quickly. You can stand and 
watch a CAST heal after (or during) a battle. The same injuries that would take a Human days to 
heal without appropriate healing techniques or items are a mere inconvenience to a CAST. 


neiuman 


Although it’s said that all Newmans died during The Great Blank, some might have survived. These 
smaller humanoids are bright and quick. They aren't as strong or as durable as Humans and 

CASTs, but they're gifted Force users. Newman even regain Photon Points without the need tor special fluids. This gives Newman the option to use 
Force techniques and photon arts with near impunity. 












































THE STORY 



Sarisa is a young Newman who comes to the planet from somewhere 
in the heavens. She's not alone, but something about Sarisa 
differentiates her from other Newman. She watches others closely and 
tries to understand who they really are and how they think. This helps 
Sarisa see the best even in people who could have been enemies. 
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Kai 


Kai is an experienced Hunter 
who's been around the 
wilderness for years. He's 
said to have been born In 
another city, far away from 
Dairon, but you'l! have to 
ask him about that. Kai is 
approachable, honest, and 
forward. He tries to help 
the younger Hunters [earn 
the ropes without getting 
themselves hurt, though he 
doesn't always know the right 
thing to say. 


Qgi is a CAST who also works in the Dairon City 
Hunter’s Guifd. He's friends with Nicolas, a merchant 
from town. The two of them work together to find 
ruins and strange technology. Though Ogi’s normally 
quite ca!m r bad guys sometimes cause him to lose 
his head. 
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Reve is an officer in a Newman military force. His goals and the higher 
command structure of the force are unknown. Clearly there is something 
he needs from the ruins, but what is it? Is this man a friend or a foe? 


A 


Dairon City is led by a good man, and one with relatively few vices. He doesn’t heavily 
indulge in drink, gambling, or dangerous activities, and the city flourishes because of 
it. However, the Mayor has a secret weakness that's he's trying to hide. If you ask, hell 
brush it off, cover it up, or say that there’s not a hair of truth to the rumor. 


Ana is a Newman with substantial skills, She’s gifted at manipulating 
technology, but that isn’t her true strength. Ana’s best trait is her ability 
to organize others. She's a born leader, and other Newman follow her 
lead. A cynic and a skeptic by nature, she's not easily convinced of 
anything that she can't prove for herself. 































































































































General Description 

HU mars are versatile melee sluggers. They lack some of the CAST resilience, but 
they make up for It with a mix of modest techniques, Add Resta to your palette, 
and suddenly those Hit Point totals are meaningless. Your CAST rivals must rely 
on allies and items tor healing. You won’t. That alone is a major boon for people 
who enjoy being self-reliant 

Humans have high Attack Accuracy, That means you cart fully focus on a strong 
offense with your Materials and MAGS, or on a heavy defense. Considering that 
all Humans get to use 100 Materials instead of just 80 (as other races receive), 
you see that there are even fewer downsides to these Hunters. 


All people who join the Hunter’s Guild follow one of three classes: Hunters, Rangers, or Force Users. These 
heroes are all "hunters" (in a professional sense), but the way they accomplish the job differs dramatically. 
Read this chapter to find out which class is right for you! 


Any race has the potential to be 
strength. Hunters primarily use 
damage isn't as high as a force 
when enemies attack them. 


a Hunter. All you need is courage and 
melee weapons at fairly short range. Their 
User, but their survivability is much higher 


For a melee jack-oHall-trades, you have a powerful choice in the H Umars f 


When soloing, Hunters are decent. They kill well, survive hits, and are quite 
visceral if you enjoy the crunch of enemy bones! In groups, Hunters offer even 
more: they're great at keeping attention off of Rangers and Force Users, That 
increases the time those classes spend dealing damage, enabling your group to 
kill much faster. 


General Description 

HUmarfs are female Human Hunters. They fight just as well as their male 
counterparts and have access to all of the same techniques. The only difference 
between the two lies in the standard shift of stats between males and females. 
Thus, HUmaris have more Attack Accuracy, Evasion, and MST, but they suffer 
from slight reductions in their Hit Points, Attack Power, and Defense. 

If you often fight enemies that are beneath your level, male Hunters are 
substantially better for wading through them. Female Hunters, with their 
higher Attack Accuracy, see the greatest benefits from fighting high-end 
targets. Still, this difference is fairly minor and isn't worth developing an entire 
leveling strategy. 

Instead, the male/female choice Is usually an aesthetic one. Pick between 
HU mars and HUmaris based on which you see as the "cooler’' character. 


□EUELDPER TIPS: 
CHRRRCTER/CLRSS DIFFICULTY 


CASTs are best for beginners as they provide High Attack Power 
and Defense. CASTs cannot use magic and this aiiows new players 
to focus on attacking. CASTs regenerate HP over time and can see 
aii traps on the field without the use of Trap Vision. 

Humans provide a balanced experience for players. They inflict 
average damage , can use most weapons, and can use Tech Power 
like a Newman. 

Newmans are the weakest in both physical attack power and 
defense. They have the highest Tech Power and can use high-level 
magic. They should be used by players who want an advanced 
challenge to the game. 


A CAST OF HEROES 


STATISTICS (BY LEVEL] 
Level 1 20 40 60 


WEAPON ABILITIES 

Usable Effectiveness 


Category 


WEAPON ABILITIES 

Category 

Usable 

Elfecifveness 

Sabers 

Yes 

High 

Swords 

Yes 

HM 

Daggers 

Yes 

High 

Spears 

Yes 

High 

Claws 

Yes 

HI oh 

Shields 

Yes 

High 

Double 

Sabers 

Yes 

High 

iHandguns 

Yes 

High 

Rifles 

Wo 

’ M/A 

Gun blades 

No 

M/A 

Machine 

Guns 

Yes 

Limited 

Bazookas 

Yes 

Limited 

Laser 

Cannons 

No 

M/A 

Rods 

No 

N/A 

Wands 

Yes 

High 

Slicers 

Yes 

Limited 


STATISTICS (BY LEVEL) 

Level 

1 

20 

40 

BO 

80 

Iflfl 

HP 

82^ 

258 

432 

532 

630 

700 

PP 

67' 

200 

"299 

'339 

378 

408 

ATP 

56 

145 

238 

321 

394 

468 

DFP 

loj 

76 

129 

.171 

208 

244 

ATA 

110 

148 

191 

224 

233 

243 

EVP 

13 

75 

135 

174 ; 

207 

240 

MST 

33 

84 

1 135 

1861 

237 , 

288 


Maine 

TECHNIQUE LIST 

Usable Level Cap 

Foie 

Yes 

10 

Berta 

Yes 

10 

Zonde 

Yes 

10 

Grants 

Mo 

M/A 

Meg id 

No 

M/A 

Rests 

Yes. 

10 

Anti 

Yes] 

10 

' Shifts 

Yes 

10 

Deband 

Yes 

10 

Jellen 

Mq 

N/A 

Zalure 

Mo 

N/A 


Name 

TECHNIQUE LIST 

Usable Level Cap 

Foie 

Yes 

10 

Barta 

Yes 

10 

Zonde 

Yes 

10 

Grants 

Mo 

N/A 

Men id 

Mo 

N/A 

Resta 

Yes 

10 

Anti 

Yes 

10 

Shlfta 

Yes 

10 

Deband 

Yes 

10 

Jellen 

No 

N/A 

Zalure 

No 

N/A 
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1 - 1 1 

rj?nt mi 

\ it 

r'JVUV 


HP 

80 

253 

424 

i 521 

1 617 I 685 1 

PP 

70 

209 

311 

354 

396 1 4281 

ATP 

54 

140 

230 

310 

380 

450 

DFP 

10 

72 

123 

.163 

190 

nn/i 

ATA 

116 

155 

,200 

234 

244 

255 

MJ 

13 

79 

141 

182 

217 

252 

MST 

35 

89 

143 

197 

1251 

306 


Sabers 

Yes 

High 

Swords 

Yes 

High 

Dagpers 

Yes 

High 

So ears 

Yss 

High 

Claws 

Yes 

_ High 

Shields 

Yes 

Uirihl 

niyijl 

Double 

Sabers 

Yes 

High] 

Handguns 

Yes 

High 

Rifles 

Mo 

N/A 

Gunblades 

No 

n/aI 

Machine 

Guns 

Yes 

Limited 

Bazookas 

Yes 

Limited 

Laser 

Cannons 

No 

M/A 

Rods 

No 

M/A 

Wands 

Yes 

!M 

Slicers 

Yes 

Limited 













































































































































































TRAP CAPACITY {BY CHARACTER LEVEL) 



Trap Type 

1-19 

20 39 

4099 

60-73 

80-99 

TDD 

Heat 

5 

5j 

5. 

5 

5 

5 

Ice 

L 6 

51 

5 

5. 

5 

5 

Light 

5 

6 

7 

8 

9 

10 

Heal 

5 

6 

7 

8 

9 

10 


TRAP CAPACITY (BY CHARACTER LEVEL) 

Trap Type 

M0 

28-99 

4D-59 

60-78 

80-99 

109 

Heat 

5 

5 

5 

5 

5 

5 

Ice 

5 

6 

7 

8 

9 

10 

Light 

5 

6 

7 

3 

9 

10 

Heal 

5 

5 

5 

5 

5 

5 


il.i 1 ~ i i, 'n ii, 

Sabers 

Yes 

High 

Swords 

Yes 

High 

[ Daggers 

Yes 

Hlqh 

1 So ears 

Yes 

High 

1 Claws 

Yes 

Kiah 

Shields 

Yes 

High 

Double Sabers 

Yes 

High 

Handguns 

Yes 

High 

Rifles 

Yes 

Limited 

Gunblades 

Yes 

Limited 

Machine Guns 

Yes 

Limited 

Bazookas 

Yes 

Limited 

Laser Cannons 

Yes 

Limited 

Rods 

No 

N/A 

Wands 

Yes 

Hiph 

Slicers 

Yes 

Limited 


STATISTICS (BY LEVEL} 

Level 

1 

28 

40 

EQ 

EE 

100 

HP 

95 

271 

454 

593 

740 

853 

PP 

59 

102 

233 

287 

340 

386 

ATP 

58 

141 

228 

316 

403 

490 

DFP 

11 

76 

122 

172 

224 

277 

ATA 

138 

178, 

220 

260 

277 

294 

EVP 

e 

44 

76 

102 

128 

153 

MST 

28 

74 

122 

170 

218 

266 



STATISTICS (BY LEVEL} 

Level 

1 

20 

40 

00 

08 

100 

4{ 

HP 

98 

230 

470 

614 

7 66 

882 


PP 

52 

144 

207 

255 

312 

354, 


ATP 

60 

145 

235 

324 

414 

504 


DFP 

12 

79 

127 

180 

236 

292 

\ 

ATA 

132 

170 

210 

248 

264 

230 


EVP 

7 

42 

72 

96 

120 

144 

t 

MST 1 

25 

66 

110 

153 

196 

239 
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Sabers 

Yes 

High 

Swords 

Yes 

Hioh 

Danners 

Yes 

High 

Spears 

Yes 

High 

Claws 

Yes 

High 

Shields 

Yes 

Hinh 

Double Sabers 

Yes 

Hinh 

Handguns 

Yes 

High 

Rifles 

Yes 

Limited 

Gunblades 

Yesl 

Limited 

Machine Guns 

Yes 

Limited 

Bazookas 

Yes 

Limited 

Laser Cannons 

Yes 

Limited 

Rods 

iNo 

N/A 

Wands 

Yes 

Hinh 

Slicers 

-Ves 

Limited, 





General Description 

HUcasts are the most straightforward class in the game. These walking tanks 
take the most damage, deal the most melee damage in return, and are easy to 
understand. You don't need to worry about finding techniques, and managing 
your PP Is purely a matter of using an occasional fluid after heavy bursts of 
Photon Arts. 

CASTs give up a lot to be what they are. Without techniques, your Hunters won’t 
be nearly as flexible. However, the extreme burst to combat stats and the ability 
to carry many offensive traps both help you In your work. 


General Description 

Female characters are usually well-balanced with their maie counterparts. The 
loss of direct power and health is made up for in the higher evasive potential and 
MST. But that isn't the case for HUcaseals; these Hunters don't overly benefit 
from their Evasion or MST (already very weak areas fora CAST), In terms of raw 
stats, you're better off with a HUcast, 

But that's a hardcore view of the stats. Good players are going to slash up the 
field no matter what they choose. If you like the look and style of HUcaseals, 
there’s no reason not to pick them as your character. A few points lost to the 
HUcasts won’t make a huge difference In the endgame. 


When soloing, HUcasts do just fine. Their high health carries them through 
many boss fights, and everything else is a walk in the park. That said, HUcasts 
are even better for grouping. While the class has a big weakness In terms of Its 
reliance on items, this is lessened by having dedicated Force Users around. 

Notice the relaxed weapon restrictions for CAST Hunters. These characters have 
access to almost any type of weapon they require. It’s wise to keep a long-range rifle 
or similar weapon around. Enemies that punish melee involvement or move quickly 
(such as Finjers) are easily killed by switching to ranged secondary weapons. 


In addition, HUcaseals can carry more Heal Traps, That is very nice for soloing 
Hunters, You should use those to supplement your standard healing items, 
allowing for greater survivability on long missions without having to telepipe 
back to town, That's even more useful in the Eternal Tower, where tele pipes 
don’t work. 


CAST Don’t Use Techniques 


mmim 


CAST have PP just like at! characters, but they aren’t able to team or use 
techniques. Instead, they spend PP on Photon Arts through their weapons. 



HUnewm 




Double 


i Sabers 


Handguns 


Gun blades 


Machine 


Limited 


■Cannans 


UmTtedl 


Wands 


Limited' 


SI leers 


WEAPON ABILITIES 


ETleetivensss 
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General Description 

HUnewm and HUnewearls are the most difficult Hunters to pick up and play. 
Gifted with more PP and MST, they're clearly the best technique users in this 
realm of melee sluggers. Their ability to use gunblades is nice If you want to 
especially stress these classes' versatile nature, but you might miss the higher 
survivability of Human and CAST Hunters. 

Be more careful about rushing into melee with these guys. You need to stress 1 
higher end armor. It's also wise to Invest in gear with proper resistances for 
the areas you assault. You’re playing a finesse fighter here, and it's good to 
rememberthat. h 

Be ready to back off, self-heal, and use a 
higher number of techniques to inflict 
damage early in the fight. Soften 
enemies with damaging techniques, 
and remember to Shift/Deband to 
keep your stats at their best 


HUnewearl 


TECHNIQUE LIST I 

Name 

Usable 

Level Cap 

Foie 

Yes 

10 

Barta 

Yes 

10 

Zonde 

Yes 

10 

Grants 

No 

N/A 

Megid 

Wo 

N/A 

Resta 

Yes 

10 

Anti 

Yes 

10 

Shifta 

Yes 

10 

Deband 

Yes 

10 

Jellen 

No 

N/A 

Zalure 

No 

N/A 


General Description 

HUnewearls are the softest of all Hunters. Their high Evasion is a good thing to 
have (it's essential, really), but the combination of low Hit Points and Defense 
makes it awfully hard to stay in melee without Deband and the best armor you 
can buy. Consider putting grinders into armor even before your weapons are 
maxed out. This avoids the frustration of going down often in battle. 


If you like Hunters but want the most active choice possible, consider the 
HUnewearls, It takes a very intelligent and engaged player to use these girls 
well. You must be able to take advantage of ranged weapons/techniques, melee 
attacks, equipment switching, and a wider range of general actions. Consider 
this if you love Hunters but find CAST a tad repetitive. 



































































































































































































































A CAST OF HEROES 








Rangers use a variety of guns and other long-range weapons to destroy their foes from relative safety. These heroes aren't as tough as Hunters, nor is their damage 
output as high, but they are able to hit decently without exposing themselves to much return activity. 

Though individual interests and tastes vary, it’s usually more exciting to play Rangers in a group setting. Solo Rangers have a harder time controlling the battlefield; 
their allies dorr t often attack targets in the exact way you’d want. It's MUCH easier when other players are involved, since they'll tie up enemies and still deal full damage 
while you hold back and peck away, They also do a better job of peeling things off of you if a monster gets too close. 


RAmar 


Level 

S 

1 

TATISTIDS (BUEVE 
20 40 60 

L) 

80 

100 

HP 

72 

232 

3621 

455 

542 

595 

PP 

73 


Hr 

370 

415 

449 

ATP 

41 

107 

1771 

237 

287 

337 

DFP 

3 

58 

100] 

130 

155 

180 

ATA 

151 

205 

246] 

285 

304 

323 

EVP 

14 

82 

~W] 

190 

227 

264 

MST 

31 

90 

T52] 

204 

246 

288 


Category 

Usable 

Effectiveness 

Sabers 

Yes 

High 

1 Swords 

Ho 

M/A 

Daggers 

Ho 

N/A 

Spears 

Yes 

Limited 

Claws 

m 

M/A 

Shields 

No 

m 

Double Sabers 

No 

H/A 

Handquns 

Yes 

High 

Rifles 

Yes 

High 

Gun blades 

Yes 

High 

Machine Guns 

Yes 

High 

Bazookas 

Yes 

High 

Laser Cannons 

Yes 

Hiqh 

Rods 

No 

M/A 

Wands 

Yes 

High 

Slfcers 

Yes 

Limited 



TECHNiqitE LESf 

Name 

Usable 

Level Gap 

Foie 

Yes 

10 

Bart a 

Yes 

10 

Zonde 

Yes 

10 

Grants 

No 

N/A 

Meqrd 

No 

H/A 

Resta 

Yes 

10 

Anti 

Yes 

10 

Shifta 

Ho; 

N/A 

Deband 

No 

N/A 

Jelien 

Yes 

10 

Zalure 

Yes 

10 



RAmarl 


Level 

S 

1 

TATlSflGS (BY LEVE 
20 4U GO 

L) 

80 

too 

HP 

71 

227 

354 1 445 

[529~ 

581 

PP 

n 

■■ 

i 



ATP 

39 

1031 

171 J 228 

\m 

334 

DFP 

7 

■^1 

f!lgl3ES>WZ]l 

ATA 

158 

213 

257 

298 

318 

338 

EVP 

' 


■ 


■1 


MST 

33 1 

94 

158 

213 

257 

301 


HemiMIlievNfsl 


WEAPON ABILITIES 

Category Usable Effectiveness 


Sabers 

Yes 

Hiqh 

Swords 

No 

N/A 

Dangers 

No 

N/A 

Spears 

Yes 

Limited 

Claws 

NO 

N/A 

(Shields 

No 

N/A 

Double Sabers 

No 

N/A, 

1 Handguns 

Yes 

High 

Rifles 

Yes 

Hiqh 

Gun blades 

Yas 

Hjflh 

Machine Guns 

Yes 

High 

Bazookas 

Yes 

High 

Laser Cannons 

Yes 

H 'S h 

Rods 

Mo 

M/A 

I Wands 

Yes 

Hiqh 

Shears 

Yes 

Limited 



TECHNIQUE LIST 

Name 

Hll !?!<!:" 

WaBtM aJLlV :'fl ! i:l! 1 

1 Foie 

Yes 

10 


Yes 

10 

Zonde 

Yes 

10 

Grants 

No 

M/A 

Meqid 

No 

N/A 

ncftin _ 

Yes 

10 

Anti 

Yes 

19 

Shifta 

No 

N/A 

Deband 

No, 

N/A 


Yesl 

10 

1 Zalure 

Yes 

10 


General Description 

RAmars are the complete middle of the road Ranger. Their combination of 
medium attack strength and defensive attributes ensures that they have no 
weaknesses to exploit. Give them any ranged weapon and use enough grinders, 
and you'll get a decent character. 

However, this class takes patience. Rangers are already fairly low on the damage 
table in PSO, Many of their weapons aren't fast killers, and you might find 
leveling slower than with other characters (especially Force Users). 

Make sure that you use Zalure to improve your kill speed, especially on any 
tough enemies. This is particularly important when fighting alone. 

12 


General Description 

RAmarls are the softest Rangers, They’re superior if you enjoy the technique 
end of the class. Being able to use Resta and Zalure more frequently is a benefit, 
though it's certainly harder to play these Rangers, They don’t usually do much 
damage with offensive techniques compared to good ranged weapons, so the 
improved MST is almost superfluous. 




Sabers 


Daggers 


Limited 


Double Sabers 


Handguns 


Machine Guns 


Laser Cannons 


Wands 


Limited 


Sheers 


RAcast 


WEAPON ABILITIES 
i Usable Effectiveness 


Limited 


RAcaseal 


Level 

STATISTICS (BY LEVEI 
1 20 40 60 

4 

BO 

^1 

HP 

83 ! 

238 

399 

522' 

652 

754 4 

:FP 

66 

130 

,259 

319 

378 

413 j 

ATP 

44 

106 

182 

237 

303 

369 

DFP 

8 

58 

94 

129 

165 

201 

ATA 

171 

221 

273 

321 

339 

357 

EVP 

9 

52 

90 

120 

150 

130 

MST 

29 

76 

126 

176 

225 

'Mi 


WEAPON ABILITIES 

Category 

Usable 

Effectiveness | 

Sabers 

Yes 

_ m 

Swords 

No 

N/A 

Daggers 

No 

N/A 

Sgears 

Yes 

Limited 


Yes 


Claws 

Limited 


Shields 

^No! 

H/A 

Double Sabers 

No 

H/A 

Handguns 

Yes 

High 

Rifles 

Yes 

High 

' G unblades 

Yes 

Hiah 

Machine Guns 

Yes 

High 

Bazookas 

Yes 

High 

Laser Cannons 

Yes 

Hjflh 

Rods 

No 

N/A 

Wands 

Yes 

KUilj] 

Slicers 

Yes 

mail 


w CAST Don't Use Techniques 
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w CAST Don 7 Use Techniques J 


CAST have PP just like all characters, but they aren't able to learn or use 
techniques, instead, they spend PP on Photon Arts through their weapons. 
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( CAST have PP just like all characters, but they aren’t able to learn or use 
techniques. Instead , they spend PP on Photon Arts through their weapons . 


General Description 

RAcasts look like heavy artillery, and indeed they are l These CASTs are harder 
hitting with their ranged attacks, and their trap use complements the class well. 
Use Heat Traps to hit enemies for damage over time while you whittle away at 
their ranks. This helps you kill a little faster while maintaining the hit-and-run 
tactics that make Rangers more survivable than so many alternatives. 
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General Description 

RAcaseals excel at hunting enemies above their level. They have very high Attack 
Accuracy, and the combination of Heal Traps and normal healing items lets them 
survive for extremely long periods In combat This class can successfully hit 
enemies even when their Evade is through the roof, and skilled tactics prevent 
those enemies from getting you back. 

Fight slowly and defensively. Use the longest ranged options at your disposal 
and pick things off at max range. Sometimes, you can trigger enemies and then 
retreat before they realize where you are. This allows your Ranger to shoot at 
foes that won’t charge forward to attack: free kills for you and no damage taken 
in the process. 






























































































































































































































































are 1eavy nitters that usllal| v stay at medium range, though they can come In close with certain weapons and kick 
crazy). Force Users don’t take hits nicely; they drop when enemies target them for too long. A mix of lower health and defense 
of damage output, healing abilities, and techniques to improve stats makes these characters rewarding on all levels, 

Solo and group players will be happy with Force Users, especially in Phantasy Star Zero. Certain techniques in alternate versioi 

Though flashy, it wasn't always easy to he a Force User. That’s changed for the better! These casters are brutal now Try them 
before. It's a whole new world. * 
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General Description 

Pound for pound, these are the deadliest characters in the game. With high- 
level techniques, FOnewearls have no problem detonating anything that gets in 
their way. They have almost no survivability and must avoid direct hits like the 
plague, but there must be some tradeoff for this type of firepower. 

FOnewearls are fast levelers; their high kill rate gets 
you through missions quickly. This leads to 
more money, more items, and a very A 

good time. Soloing players should try X 

these. Remember to put spare items /11 - 

in your Joint Trunk so your other -^ 8 

characters can benefit from all the I JjrL a a. T 

extra loot if ^ 


General Description 

FOnewm casters are only surpassed in (VIST by female Newman, These men 
hit very hard with their spells, and they have a serious look (a major benefit for 
people who aren't excited by the cutesy FOnewearls}. 

Newman casters have the options of waiting around after fights to get their PP 
back. That's a (air perk. In the lower levels, the regeneration saves you money 
on fluids. That isn't particularly major later on ; , but comes into play at the Eternal 
Tower stage. You can only travel back to town every ten levels in the Eternal 
Tower, and that sometimes becomes a problem if you're in a tricky spot. Dying 
wastes all your Scape Dolls, and you want to keep those for the boss fights, 
right? Newman excel there. 


Deband 


Zalure 


General Description 

FOmars have an awesome look, paired with noteworthy combat capabilities. 
All Force Users are deadly in PSO, but the FOmars are also a tiny bit sturdier 
than the others. While they still can't last for long In melee range and won't 
dominate with melee weapons, It's Jess common for them to be knocked out 
of the fight quickly. 

Human Foice Users don't do as much with each spell as Newman, and they 
lack the regeneration of PP that Newman have. These penalties add up, but it's 
ali in what you re trying to accomplish. First-time Force Users benefit from the 
Humans increased Hit Points and Defense. More experienced players can go al 
out without as much risk. 


General Description 

FOmarls have an ungodly amount of PPs, and their costume is adorably cute. 
Who doesn't want to play a sweet, vestal-looking girf who also blows monsters 
in half? You can't go wrongf 

FOmarls also have higher MST than the boys. In fact, they also reach the 
FOnewm level of strength. Add the extra Material that ail Humans are able to 
use, and you can definitely surpass male Newman in bang for your buck. More 
PPs and strong spells? It sounds like a good deal. Losing the PP regeneration 
isn t that tough either, especially with the ease in which you replenish fluids. Tht 
Eternal Tower Is the only place that this might he a problem. 
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WEAPON ABILITIES 


TECHNIQUE LIST 

Name 

Usable 

Level Cap 

Foie 

Yes 

15 

Baria 

Yes 

15 

Zonde 

Yes 

15 

Grants 

Yes 

15 

Meqid 

Yes 

15 

Resta 

Yes 

15 

Anti 

Yes 

15 

Shifts 

Yes 

15 

Deband 

Yes 

15 

Jellen 

Yes 

15 

Zalure 

Yes 

15 


WEAPON ABILITIES j 

Category 

Usable 

Effectiveness 

Sabers 

Yes 

High 

Swords 

m 

N/A 

Daqqers 

Yes 

Hiqh 

Soears 

m 

N/A 

Claws 

m 

N/A 

Shields 

Yes 

High 

Double Sabers 

No 

N/A 

Handguns 

Yes 

High 1 

Rifles 

No 

N/A 

Gun blades 

No 

N/A 

Machine Guns 

Yes 

Hiqh 

Bazookas 

No 

N/A 

Laser Cannons 

No 

N/A 

Rods 

Yes 

High 

Wands 

Yes 

Hiqh 

Slice rs 

Yes 

High 


Level 
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HP 

70 

225 

350 

439 

523 

574 

PP 

106 

308 

W 

530 

604 

658 

ATP 

35 

94 

156 

203 

250 

292 

DFP 

7 

52 

89 

116 

137 

158 

ATA 

109 

141 

U73 

197 

203 

212i 

EVP 

14 

85 

151 

196 

235 

273 

MST 

50 

140 

234 

318 

392 

466 


Foie 

Yes 

15 

Barta 

Yes 

15 

Zonde 

Yes 

15 

Grants 

Yes 

15 

Me q id 

Yes 

15 

Resta 

Yes 

15 

Anti 

Yes 

15 

Shifts 

Yesi 

15 

Deband 

Yes 

15 

Jellen 

Yes 

15. 

Zalure 

Yes 

15 


Level 

STATISTICS {BY LEVEL) 

1 ZO 40 60 80 

too 

HP 

6B 

209 

338 

427 

515 

568 J 

PP 

97 
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93 
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72 
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WEAPON ABILITIES 1 

Category Usable Effectiveness 

Sabers 

Yes 

Hiqh 

Swords 

Wo 

N/A 

Daqqers 

Yes 

. HM 

.Spears 

No 

N/A 

Claws 

Nq 

N/A 

Shields 

Yes 

High 

Double Sabers 

No 

N/A 

n in mil —■! n 

_HiiJh 

Rifles 

No 

N/A 

Gunblades 

No 

N/A 

Machine Guns 

Yes 

Hiqh 

RnTnrtlx-if* 

No 

m 

Laser Cannons 

No 

N/A 

Rods 

Yes 

High 

Wands 

Yes 

Hiqh 

Sims 

Yes 

High 
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111 
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5 

34 

48 

72 
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Name 
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Foie 

Yes 

15 



MBS 

15 


Zonde 

C rants 

Yos 

15 



15 


15 


Resta 

Yes 

15 
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Yes 

15 


1 Deband 
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Heme 

Usable Level Can 


ATP | 37 

98, 
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217 1 261 
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1 


T2 1 44 
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189 1195 l 
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Sabers 

Yes 

Hiqh 

Swords 

No 

N/A 

Daqpers 

Yes 

Hiqh 

Spears 

No 

N/A 

Claws 

No 

N/A 

Shields 

Yes 

High 

Double Sabers 

No 

N/A 

Handnuns 

Yes 

High 

Rifles 

No 

N/A 

Gun blades 

No 

N/A 

Machine Guns 

Yes 

Hioh 

Bazookas 

Yes 

Limited 

Laser Cannons 

No 

N/A 

Rods 

Yes 

Hiab 

Wands 

Yes 

Hiqh 

Slice rs 

Yes 

- - 

High, 
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WEAPON ABILITIES V) 


Category 

Usable 

Effectiveness 1 

J 

Sabers 

Yes 

High 


Swords 

No 

m 


Daaners 

Yes 

Hiqh 

\ 

Mars 

No 

ma 

rj 

Claws 

No 

N/A 

Shields 

Yes 

HM 


Double Sabers 

No 

N/A 

t 

Handguns 

Yes 

L High 

w 

Rifles 

No 

N/A 


Gurtblades 

.No. 

N/A 


Machine Guns 

Yes 

High 


Bazookas 

Yes 

Limited 


Laser Cannons 

No 

N/A 


Rods 

Yes 

High 


Wands 

Yes 

High 


Slicers 

- - - 1 

Yes 

—ttiflh 
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The best defense in Phantasy Star Zero is knowing where NOT to be. The best 
offense is knowing when and where to attack. This chapter explains the game's 
control system, movement, combat, and other core skills. 



Character creation 

The first step is creating your character. The process is 
quite simple; the game takes you through several menus 
and let s you choose a race/class combination, a name, 
and a color scheme. Of these, only your race/class has a 
bearing on combat and story events. 

The last chapter covered the differences between 
the classes. Put that into practice here and choose a 
race/ciass that suits your interests. 


ICES ID USES 

i Humans: Versatile, good at everything 

I CASTs: High health and damagwe, trap use, no 
Techniques 


I 


Newmans: Excel at Techniques but falter on 
health and direct physical damage 


I Hunters: Specialize in melee weaponry 


f Hangers: Avoid fighting, shoot at range 


< Force Users: Fight up close or at range, use Techniques heavily 

Cycle through the color options to find a style that also fits your character. These 
options can be changed later, through the options menu. 



me mterFace 

Phantasy Star Zero has an intuitive interface. The top 
screen of the Nintendo DS shows the region around 
your character. The lower screen flips between map 
and regional data or your party's current status. The 
default is to have your character's Hit Points, Photon 
Points, Photon Blast Gauge, and general status on 
display. Beiow that are similar readouts for any 
allies in your quest Press on the map ! s portion 
of the screen to toggle between screens and 
look at your position. The game automatically maps 
every square you enter! 


The touch sensitive screen is also how you 
communicate with allies. Use a combination of preset 
commands and actively drawn symbois (or words) to 
convey your intentions. This is fun for goofing off, but 
it's also critical for parties that want to get the most 
from the game. Long chains of consecutive hits do 
much more damage to enemies; chains of Photon Blasts are also 


quite deadly. Let people know when you’re ready to go for major 
attacks. Communication pays for itself, making the game even 
more exciting. 


COnTROLS 

Move your character with the direction pad, select 
palette options with the buttons. Easy at its core, 
but there are quite a few ways to customize your 
experience. Press START to enter the options 
menu, where you’ll find a palette selection 
submenu. Select that to find additional choices. 

Every character has six potential palette 
options. The lower three correspond to 
the A, B, and Y buttons. The upper three 
correspond to A, B, and Y whenever the 
Right Bumper is held down. 

Put your most common abilities into the palette. 

As a rule of thumbs it's good to have at least one 
means of healing, your best attacks, and Evade, 

Technique users sometimes get ride of their heavy 
attacks to make extra room on the lower bar. 

You’re free to change the palette at any time (even 
in bathe). St's hard to convince your enemies to lay off 
while you fiddle with things, so it’s better to take care of this ahead 
of time. However, there are fights where you simply 
must switch things around. If you run out of one type 
of heating item during a boss fight, try to get 
away for long enough to put another heating 
item in the palette. It's rough, but worthwhile 



statistics 


As with many combative games, your 
characters have a variety of statistics 
that control how tough you are, how much 
damage you deal, and so forth. 

SBTICS ODD C1CEPTS EIPLPIPED 


STATISTIC PURPOSE 


i fa 
4 1 






Hit Points 

Controls how much damage your character takes betoie tolling unconscious 

Photon Points 

Determine how many Techniques and Photon Arts you can use without drinking Fluids 

, Mack Power 

Increases damage in physical combat 

Attack Accuracy 

Improves your adds ot hitting enemies with physical attacks 

Defense 

Reduces damage taken by your character 

Evasion 

Reduces the cJiance tor enemies to hit you in combat 

Magic 

Raises your damage with Techniques 

Experience 

RetlBds the knowledge gained in battle; eventually gels you increased levels 

Level 

How generally potent your character has tecome; improves many siatiSics automatically 

when it rises 

Resistance 

Lowers damage taken from specific sources (e.g,, Lighl, Dark, Fire) 

Affinity 

Increases damage dealt to specific enemy types (Le., Nafae, Beast, Machine, Dark} 

Photon Art 

Weapon-based abilities ibat cost Photon Points, usually Idt greater damage potential 

Photon Bias! 

Extreme attacks that are made on rare occasions (require the help of a Tier 2 or higher M AG} 

MAG 

Small machines M m equipped to raise your character's stalls 

Technique 

A spell-like effect used to hurl enemies, heal allies, or alter toe statistics of a target 


using Equipment and items 

Be ready to encounter thousands of items du ring your 
adventures. Most often, there Is treasure at the end ot every 
fight. A chest appears in each cleared room, and you’re free 
to loot anything that isn’t nailed down. 

Weapons are used to control your character's damage output 
and attack style. These items also control which Photon Art 
you have access to (if any). It’s possible to switch weapons 
at any time, using the options menu. Hold down the Right 
Bumper and press START to automatically jump to the 
weapon menu. 

Armor reduces incoming damage. The armor you wear also 
determines how many Units you're allowed to equip. Units are 
smaller items that provide modest stat bonuses to your character. 


General items cover a variety ot tasks, To learn more, read 
through the next chapter, “Tools of the Hunter’s Guild." 

Most items aren’t meant to be equipped. They’re used either from the 
item menu or through the palette, To quickly access the item menu, 
hold down the Left Bumper and press START, 


solo Play 


Solo players are able to access the entire game. Go 
through the main story, run repeatable quests from 
the Hunter's Guild, or open a field and go through an 
area just for the heck of St. 

Enemies are at their weakest when you're playing 
solo. Unfortunately, it takes longer to kill foes by 
yourself than it does when you have a team of three 
or four human players. This is because NPCs (the 
computer controller allies that come into quests with 
you) are fairly low-powered. They won't rival your damage or your 
aggressiveness. 

Only solo players are able to enter the Eternal Tower, a 
special quest with 101 floors and four bosses that aren’t 
found anywhere else in the game. This is a great way to 
build extra levels and find treasure when your friends 
aren’t around or if you’re in an area without an Internet 
connection to use. 


wireless and Wi-Fi Play 

This is where the sun really shines. Having other 
human players makes the game easier and more 
exciting. Though enemies are given a few bonuses 
during cooperative play, the end result is still faster 
leveling and access to more challenging areas. 
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MONSTER STATISTIC 

MONSTER MODIFIER 

BOSS MODIFIER 

Hit Points 

200 % 

200 % 

Attack Pm 

110 % 

110 % 

AM Accuracy 

110 % 

150% -170% 

Magic 

110 % 

110 % 

Experience 

100%-125% 

100 % -125% 


Looking at ttie table, it probably seems like you wouldn't get as much out of 
cooperative pfay. Double monster health? Higher enemy damage? Either a 
modest boost to Experience or none at all, depending on the given area/quest? 

Trust us! The benefits are still in your favor (heavily). By the time you get to 
the middle of the game when playing solo, your MFCs deal a pittance compared 
to your main character. Including other players In the mix makes your group 
smarter, and it also makes them MUCH deadlier. Two human players inflict 
much more damage than one human with three NPCs. Gather a full group of 
humans, and the game becomes a slaughterfest. 


Taxing actions 


Enough with the simple stuff, right? You’re ready to get in and mix things up with your enemies. Let's talk about moyement, combat, and other fun stuff. 


moment 

Movement is quickly mastered in Phantasy Star Zero. Your character moves in 
whatever direction you press on the Direction Pad. There isn't much delay, so 
the action is quite fluid. 

The camera does not shift to face whatever your character is viewing. Instead, 
you have control of that as well. Use the Left Bumper to quickly rotate the 
camera into position behind your character. This way you have a choice: either 
leave the camera wherever it was (thus allowing you to see beside yourself or 
behind your character during turns), or simply watch where you're going. It 
won't he long before you're able to handle this without even thinking, 


Combat 

Combat is the center of the entire game. You won't advance without killing your 
enemies, and there are plenty of the nasty fellows out there. Each standard room 
has a fight hidden somewhere. When you initially enter, the map shows nothing 
except you and your teammates. Explore each portion of the room until a series 
of yellow dots show up. Those are your victims! 

Back off to draw groups of enemies together. If you lack the patience for 
that, stay in the middie of these clusters and start swinging your weapons (or 
shooting, or casting). 
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Ail weapons 
have a normal 
attack and a 
heavy attack, it's 
easier to hit with 
normal attacks, 
hut heavy attacks 
deal substantially 
more damage. 

It's always b 
tradeoff. 


One way to counter to penalties for heavy attacks is to use combos! Your 
character is able to attack three times in fairly rapid succession (with almost all 
weapons). Watch the timings carefully to ensure that you don't press the button 
too quickly. All modern Phantasy Star games punish you for button mashing by 
interrupting your combo. 

Try two normal attacks and finish with a heavy. The delay on the last hit is a 
minor problem if you’re going after quick targets, but the increased damage 
usually makes it worth your while. 


Enuironmentai Hazards, Obstacles, 
aim Treasure 



Monsters aren't your only problem in the field. There are hundreds of traps left 
behind from ancient times, and most of these deadly devices are still functional. 
CASTs see traps automatically, so they have an edge here. Ranged CASTs are 
especially useful against traps because they can destroy many devices before 
they trigger. Melee CASTs have to warn people away, trigger the trap and roil to 
safety, or switch to a handgun briefly. All have their downsides. 


Each weapon type is a little different. Experiment with what you have and see 
what works best. Then, there are differences between various enemies. What 
works for most targets might be ineffective against some. When in doubt, 
use triple normal attacks. They're the easiest to land and they don't leave you 
exposed for more than a few seconds. 



During long 
combos, 
enemies have a 
good chance of 
hitting you. Your 
character can't 
run around or 
back off while 
swinging his or 
herweapon(s) 
around, and that 
could be a big 

problem. Try to Evade instead of backing off. The Evade command rolls your 
character in whatever direction you're holding (on the D-Pad). The first moment 
of Evasion gives your character a burst of speed; that’s wonderful for avoiding 
ranged attacks, charging enemies, or whatever else is coming your way. 

Evasion is one of the best ways to get through quests unscathed. Use this often 
and grow to love it. 

STRflFIRG 

The Left Bumper has yet another use. Hold this button down when moving 
left or right to start strafing. Instead of running in the direction pressed, your 
character maintains his or her facing and shuffles either left or right (at a slower 
pace). This helps ranged characters avoid incoming attacks without losing their 
target or their aim. Very nice! 


Human and Newman characters have the ability to see traps after using Trap 
Vision, an inexpensive item, 

iupes of minis 



Be ready to recognize all various types of traps. Floating diamonds tend to 
explode, blue ones freeze people, red ones burn them, and so forth. It’s usually 
easy to trigger them and Evade. If you hear the trap chime, you know it's about 
to blow. That's your cue to get out of the way. 

Ground traps are more devious. These large squares often trigger too quickly to 
avoid. You might end up stuck inside the square for a time. Enemies attack and 
get to have fun with you while you're effectively stunned. 

Sometimes you see large panels of spikes that rise from the ground. These 
aren't a big problem. Wait for the spikes to descend, then rush across the 
grating as soon as you can. Evade toward the end for a burst of speed. 

Some traps trigger defenses in the room. The small turrets do plenty of damage, 
and they’re a huge hassle. Some can be targeted and destroyed, but others are 
better bypassed and left behind. Turrets remain in a robm even if you flee and 
return. Stay mobile to reduce the damage you take and finish your enemies as 
soon as you can. 
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FENCES 



Fences can't hurt your people, but they're still an obstacle. Some fences require one, or even two, card(s) to pass. These cards are spread throughout the level and 
become visible in a room as soon as you enter. Once you have enough cards, approach a locked fence and press X to bring down the barrier; your cards are lost forever, 
but there are always enough cards in a region to open each fence. 

Some fences can't be unlocked until all enemies in a room are killed. That's simple! Look around until you trigger the fight, then kill anything that shows up. 

Blue fields let you know that a plot sequence or boss fight is coming up soon. Always take the time to use nearby healing objects and get your group ready for a fight. 


BONES ODD CHESTS 


it J s not all toil and traps out there in the field. There are boxes and chests to loot, 
and all of them have something of value. Boxes contain one item each, and you 
get an idea what you might find based on the type of box, Golden boxes have 
Photon Drops, for example, There are also treasure items hidden in barricades 
and other breakable items in some chambers. Keep an eye out for these if you're 
looking to make extra cash. 

Chests, as described earlier, appear after you kill an entire group of enemies. 
Break the chest by hitting it once, then loot everything you find. Items appear as 
diamonds when they first spawn. 


in conns 



DIAMOND COLOR 

ITEM TYPE 

♦ 

Green 

Usable or Selfsi&fe Items 

* 

Blue 

Armorer Unite 

♦ 

Yelkw 

Mesda (Money) 


Orange 

Weaponry 


Red 

Rare Equipment 


Status Effects 

Enemies and traps have a chance to cause status effects at certain times. 
These effects negatively affect your character for a brief period. Use Anti or a 
Sol Atomizer to cancel out these effects, or simply wait the effect out and heal 
through any damage you receive. 



FIEGNTIUE STATUS EFFECTS 


AILMENT 

RESULT 

Bum 

The target loses Hil Points every Ihree seconds for Ihe foil duration of the effect. Bum cant 
knock your person urrctraious, hut il can lake you down to 1 Hit Point. 

Freeze 

The target cant take action for four seconds. Damage dealt to Ihe target is increased during Kits 
time, but enough damage causes ifie Freeze to end prematurely. 

Paralyze 

The target wonlbe afcfe to attack for a set period. 

Confuse 

The larget moves randomly fora brief lime. Though actions can be taken, it's hard lo aim at 
your enemies. It’s possible to Contuse enemies to attack each other This does not happen with 
your characters. 

Poison 

Targets lose a certain percentage of tlieir Hit Points every five seconds. Poison can only take 
your character dawn So 1 Hit Point it caul knock your character unconscious, 

Slow 

increases the time it takes tor the target to move, attack, or use Techniques. 
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Going unconscious 


Characters go unconscious when their Hit Points fall to zero. This disables the 
character unless they're holding on to an Scape Doll; If that’s the case, the Scape 
Doll is destroyed, but the character never becomes unconscious. In fact, he or 
she receives a free heal instead! 

If you're soloing and tali unconscious, the quest is temporarily suspended. Your 
character is sent back to town, and that's a good time to stock up on healing 
items before re-entering the quest area. 

Falling unconscious upsets your MAG. They look up to you normally, and any 
setback of that magnitude calls into question their loyalty. Synch Rate falls by 
three points and must be earned back with proper feeding. 

Fallen allies can be restored to consciousness with Moon Atomizers or charged 
castings of Resta. 

special Encounters 



Every time you enter a new room, there is a chance for something special to 
happen. There are several special rooms that appear from time to time. 

00 Pi HOUE 0 SWEET TOOTH? 

One of the special areas is a shop with various treats. Take a look at their 
inventory and see if there's anything you need. It's a good thing you don't need 
to bribe the Mayor with special baked goods. That type of thing used to happen, 
you know. 



m cue sit men 


ITEM TYPE 

NAME 

COST 

Spear 

Sweet Berry [female only) 

2,700 

Spear 

Bluer Berry (male only) 

2,700 

Restorative Hem 

Manofluid 

100 

RtfsMveitem 

DIltuAd 

L0Q0 

FDeslorahve Item 

Sol Atomizer 

50 1 

Restorative Item 

Moot Atomizer 

300 

Restorative Hem 

Star Atomizer 

1200 

General Item 

Trap Vision 

50 

General item 

Tefepipe 

too 


Mill, PIZZA 

You can find another store In the wild. Why not have a pizza parlor for all the 
hungry adventurers? 


PIZZA PM HEATiV 


ITEM TYRE 

NAME 

COST 

Gunblade 

Pizza 

2M 

. Gunblade 

Cheese Pizza 

3,400 

Ftestorattve Item 

Monomale 

50 

Restorative Item 

Dtmate 

500 

Restorative Item 

Sol Atomizer 

50 

Restorative Item 

Moan Atomizer 

300 

Restorative Item 

Star Atomizer 

1200 

Genera! Item 

Trap Vision 

50 

General Item 

Telepipe 

100 


■EM FIGHTING 



Things are more serious when you find the teleporter into the Arena. The 
Experience in the Arena is very good, but you can't depend on easy fights. Some 
of the engagements are nasty, and it's best to go into the engagement with your 
Photon Blast ready just in case. 
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MONSTER STATISTIC 


MODIFIER WHEN 
BOOSTED 


in the morm 


One reward from adventuring is Experience, Your character gets Experience every time he or she kills (or participates in killing) a monster. Regular foes are worth a 
modest sum, but bosses are worth a king’s ransom of experience, 

Leveiing occurs relatively fast in the early game. Even in the mid-game, you can expect to gain a level every hour or two of play, especially if you fight hard, know what 
you're doing, and get help from others. 

Toward the final ten levels, things slow down, and it eventually becomes quite slow to gain even a single level. This is intended, Many players won’t attempt to max out a 
character; the option is only there for people who must get every bit of strength out of their hero. Beating the game can actually be done much, much earlier. 
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Finally, there are several rare monsters that aren’t seen anywhere normally. The 
music changes when these creatures appear, and you can earn a fair amount of 
Experience for killing them. 


As you make your way through the game, your characters reach higher levels, get renown from the Hunter’s Guild, and earn Dairon City's respect 


MDIFIED STOTS FOR BOOSTED IMS 


SMI. monSTERS 

Besides locating special areas, you’ll also encounter 
special, monsters. Many monsters have a variant form; 
these creatures look different, have new stats, and 
are seen with varying levels of rarity. Usually, variant 
monsters have higher resistances and somewhat better 
stats, but they're very similar creatures to the original. 


Boost monsters have a pale shadow under their feet. 
These foes have the same name as the monsters they 
mimic, so it’s only their stats that change. 


Hit Points 

250% 

AIM Pokier 

120 % 

Defense 

120 % 

Magic 

120 % 

Alack Accuracy 

150% 

Evasion 

100 % 

Resistance 

130% 

Luck 

300% 

Experience 

250% 

Motion Speed 

110 % 


***** j<< 





LEEMG CUT 


LEVEL 

TOTAL EXPERIENCED 
ACCRUED SO FAR 

EXPERIENCE 
NEEDED TO GAIN 

1 

0 

70 

2 

70 

90 

3 

160 

130 

4 

290 

210 

5 

500 

300 

6 

m 

400 

7 

1200 

510 

e 

’1710 

630 

9 

2340 

760 

10 

3100 

900 

11 

4000 

1050 

12 

6050 

1210 

13 

6260 

13BQ 

14 

7640 

1560 

15 

9200 

1750 

16 

12960 

1950 

17 

12900 

2160 

IB 

15050 

2380 

19 

17440 

2610 

20 

20050 

2860 

21 

22910 

3130 

22 

26040 

■3420 

23 

29460 

3730 

24 

33190 

4060 

25 

37260 

4410 

26 

41660 

4780 

27 

46440 

5170 

2 fl 

51610 

5580 

29 

57190 

6010 

30 

632CO 

6460 

31 

mm 

6930 

32 

76690 

7420 

33 

84010 

7930 

34 

91940 

m 


LEVEL 

TOTAL EXPERIENCED 
ACCRUED SO FAR 

EXPERIENCE 
NEEDED TO GAIN 

35 

100400 

9010 

36 

109410 

9580 

37 

118990 

10170 

38 

129160 

10780 

39 

139940 

11410 

40 

1J&13SQ 

12070 

41 

163420 

12760 

42 

176180 

13480 

43 

189660 

14230 

44 

203890 

15010 

45 

218900 

15820 

46 

234820 

16660 

47 

251380 

17530 

48 

268910 

18430 

49 

287340 

19360 

50 

306700 

20020 

51 

327020 

21310 

52 

348330 

22330 

53 

370660 

23380 

54 

394040 

24460 

55 

418500 

25570 

56 

444070 

26710 

57 

470780 

27880 

58 

493660 

29080 

59 

527740 

30310 

60 

558050 

315m 

61 

589630 

32890 

62 

622520 

34240 

63 

656760 

35630 

64 

692390 

37060 

65 

729450 

38530 

66 

7679BQ 

40040 

67 

808020 

41590 

69 

849610 

43160 


LEVEL 

TOTAL EXPERIENCED 
ACCRUED SO FAR 

EXPERIENCE 
NEEDED TO GAIN 

m 

892790 

44810 

TO 

937600 

46480 

71 

384080 

48190 

72 

1032270 

49940 

73 

1082210 

51730 

74 

1133940 

53560 

75 

1187500 

55430 

76 

1242930 

57340 

77 

1300270 

59290 

78 

1359560 

61200 

79 

142Q84D 

55070 

B0 

1485910 

70660 

81 

1555570 



78050 

82 

1634620 

07240 

83 

1721803 

98230 

84 

1820090 

111020 

85 

1901110 

125610 

86 

2056720 

142000 

87 

2198720 

160190 

08 

2358910 

180180 

89 

2539090 

201970 

90 

2741060 

225560 

91 

2966620 

250950 

92 

3217570 

278140 

93 

3495710 

307130 

94 

mm 

337920 

95 

4140760 

370510 

96 

4511270 

404900 

97 

4916170 

441090 

98 

5357260 

479080 

99 

5836340 

516370 

IDO 

6355210 

Wh 
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Difficulty modes 




The first run through story mode happens on Normal Difficulty, 
Monsters are quite easy, and even the bosses aren’t mean to be too 
brutal, especially if you take the time to level up and upgrade your 
equipment as you go. 

Beating Normal Difficulty unlocks Hard Mode. All monsters receive a 
big jump in their stats, and new quests are available to run through. 

Beat everything in the game on Hard Mode to unlock Super Hard 
Mode, This is the tier with the best weapons, armor, and rewards. It's 
also where you fight the best of the best, Monsters have incredibly 
high resistances, and their general stats are through the roof as well, 
ft’s very useful to memorize the weaknesses of each monster type in a 
level. That lets you exploit these weaknesses for the fastest killing and 
the best chance of victory. 


Hunters Guild Seruices 

The Hunter’s Guild has a number of services for its adventurers. All of these are accessed at the counter. Talk to the girl on the left to see what’s available. 

The Trunk gives your current character extra storage space. There aren’t any tricks or problems with this. It's rather intuitive. 

The Joint Trunk is much more powerful. This large chest is shared between all characters on your Nintendo DS. That lets you trade items between your people even if 
you don’t have friends around for cooperative play. Give appropriate weapons to your secondary characters before they’re at a high enough level to use them. This lets 
your characters grow into their best gear; it’s fun, especially the second or third time around. 


Look through the Player Record to see the best numbers you’ve accumulated. This section also keeps track of your friends' records, and you can compete with each 
other to see who is really the best! 


I 

I I 


Titles and Rewards are linked. The Titles are earned by special activities, like killing bosses repeatedly, seeing special areas, and so forth. Check the Rewards menu 
afterward to collect items that are unlocked. These really help you get initial characters through the game, especially when soloing. There are extra Materials, Grinders, 
and Elemental pieces in the Reward section. 



TITLE ID DEMID LIST 


TITLE 

REQUIREMENT 

REWARD 

Dragon Slayer 

Defeat Rayburn 5 times - 

Broken Horn x 1 

Devil Hunter 

Defeat Octo Diablo 5 limes 

Shiny Tentacle xl 

Gear Slower 

Defeat Humilias 5 ta 

Black Gunberrelxl 

Sin Stopper 

Deleat Mother'Trinity 

5 times 

Stow Element x 5 

Light Bringer 

Defeat Ml 5 times 

Risk Element x 5 

Speed Slayer 

Defeat Reybum in under 60' 

seconds j 

TrigrinderxIO 

Speed Hunter 

Defeat Octo Diablo in 

unttef 60 seconds 

TrigrinderxIO 

Speed Destroyer 

Defeat Humilias in under 

60 seconds 

TrigrinderxIO 

Speed. Restrains 

Defea* Moftlw Trinity in 

under 60 seconds 

TrigrinderxIO 

Speed Savior 

Deleat Dark Fab in under 

120 seconds 

TrigrinderxIO 

Enemy Buster 

Defeat 1,000 enemies 

Photon Drop x 5 

Destroy 

Defeat 5,000 enemies 

Photon Orcp x 5 

Gladiator 

Deleat 10,000 enemies 

Photon Drop x 1C 

Grand Buster 

Deleat 20,0D0 enemies 

Photon Drop x 10 

Ulimale Buster 

Defeat. 3D,QOO enemies 

Photon Drop x 15 

All Buster 

Defeat allies of enemies 
at least once 

Photon Drop x 15 

Gurhacia Wind 

Deteat Gurhacia Valley 10 
times in fietd made 

Heat Element x 3 

King d Rich 

Defeat RiohSncwMjs 10 

times tn field mode 

tee Element x 3 

Guide of (Me 

Defeat OzeKe Wetlands ID 

limes in Held mode 

Star Element x 3 

Guide ol Peru 

Defeat Part 10 limes in 

field mode 

IJghl Element x 3 

Hunter of Makara 

Defeat Maka/a 10 times in 
field mode 

Dark Element x 3 

Moon Hunter 

Defeat Area Plant 10 times 
tn field mode 

Draw Element* 3 

Guardian the City 

Clear 15 quests in Normal 
Mode 

Element Boost xl 

Guardian of toe World 

Clear 15 quests in Hard 
Mode 

CompressArtsxl 

Guardian of Ihe Universe 

Ctear 15 quests in Super 

Hard Mode 

Tech LeryeL Boost 

xl 

Challenger to Eternity 

Beatihe Eternal Tower on 
Normal 

+5 Item Pack Slots 

Viewer ol ihe End 

Blithe Eternal lower 
on Hard 

+5 Item Pack Slots 

Transcender 

Beat the Eternal Tower on 
Surer Hard 

+10 Hem Pack Slots 

Sweet Hunter 

Discover the Cake Strap 

Photon Drop x 10 

Pi^a Freak 

Find Ihe Pizza Parlor 

Photon Drop x 10 

Happy Hunter 

Discover a Rappy Nest 

Ffeppy Heart xl 

Boomer Hunter 

Discover a Boomer Nest 

Photon Drop x 10 

Usrnny Hunter 

Discover an Usanny Nest 

Photon Drop x 10 

Duelist 

Discover Ihe Arena 

PfiotonDropxlD 


TITLE 

REQUIREMENT 

REWARD ; 

Newbie Hunter 

Read! level 3 

Rookie/Guaidxl 

Rookie Hunter 

Reach bet 10 

Rookie/Swiftxl 

Normal Hunter 

Reach level 20 

+10 Item Pack Slots 

Lead Hunter 

Reac^i level 30 

Jel Elementx5 

Ace Hunter 

Reach level C 

+10 Item Pack Slots 

Veteran Hunter 

Fteach level 50 

Mm Element x 5 

Super Hunter 

Reach level 60 

X-Etementx5 

Master Hunter 

Reach M 70 

Mesela Element x 5 

Hero Hunter 

Fteach level 60 

Life Element x 5 

legendary Hunter 

Reach levEl 90 

X-ElementxS 

1 The Arrived 

Reach level 100 

Soul Element x 3 

The Searcher 

Reach your Material limit 

Reset Material x 10 

Unfeiltog Heart 

Get knocked unconscious 

100 times 

Risk Element x 3 

1 Power Hitter 

Deal over 3D0 damage to 
an enemy 

HP Material x 5 

GteaJ Hitter 

Deal over 600 damage to 
an enemy 

HP Material x 10 

Ultimate Hitler 

Deal over 1,000 damage to 

an enemy 

HP Material x 15 

Tragic Hero 

Take over 300 damage 

in one hit 

Guard Material x ID 

Chain Ace 

Reach a 10+chain 

PP Material x 5 

Chain Hero 

Reacfia25+chain 

PP Material x 15 

Chain Master 

Reach a 50+chain 

PP Material x 15 

Befriend Ore 

Play a game in cooperative 

mode 

Moon Atomizer *15 

Commentator 

Use chat mode 100 limes 

Slar Atomizer x 5 

Sarisa's Friend 

ChooseSarisaasa 
companion 50 limes 

HP Material x 5 

Kal's Friend 

Choose Kai as a 
companion 50 times 

HP Material* 5 

Ggi's Friend 

Choose Ogi as a 
companion 50 times 

Garland ZwEixl 

Reyb1s Companion 

Choose Have as a 
companion 50 limes 

Rems Romulus x 1 

Young Charisma 

Give order foNPCs over 

100 limes 

Swift Material x 5 

Trader 

Turn in 10 Photon Drops 

McnogrinderxIG 

Happy Trader 

Turn in 50 Photon Drops 

Digrinder x 10 

All Trader 

Tum in 100 Photon Drops 

TrigrinderxIO 

Cat Lover 

Retail throe cats fn town 

Animal Hand* 1 

' Modifying Master 

Improve a weapon to its l imit 

with Grinders, an Element 
. and an Affinity finest 

Jel Element x 5 

Photon User 

Get a weapon wti over 

60% many Affinity 

Zalure Element x 5 


TITLE 

REQUIREMENT 

REWARD 

Saber Coitedor 

Acquire over 50% of toe 
SabErs 

TrigiimterxID 

Sword Collector 

Acqui re over 50% af Ihe 
Swords 

TrigrinderxIO 

Dagger CoMor 

Acquire avEr50% ollhe 
Daggers 

TrigrinderxIO 

Spear Collector 

Acquire over 50% of the 
Spears 

TrigrinderxIO 

Claw Collector 

Acquire over 5D%oflhe 
Claws 

TrigrinderxIO 

Shield Collector 

AcquireoverSCfii of fa 
Shields 

TrigrinderxIO 

Double Saber Collector 

Acquire over 50% of the 
Doutte Sobers 

TrigrinderxIO 

Handgun Collector 

Acquire over 50% ollhe 
Handguns 

TrigrinderxIO 

Rifle Cofalor 

Acquire over 50% of 

the Rifles 

TrigrinderxIO 

Gunblade Collector 

Acquire over 50% of the 
Gunbkfe 

TrigrinderxIO 

Mech Gun Collator 

Acquire cwr 50% of Ihe 
Mech Guns 

TriginderxIO 

Bazooka Collector 

Acquire w50%of the 
Bazoutas 

TrigrinderxIO 

Laser Cannon Collector 

Acquire over 50% of the 
Laser Cannons 

TrigrinderxIO 

Rod Collector 

Acquire over 50% of 
the Rods 

TrigrinderxIO 

Wand Collector 

Acquire over 50% of toe 
Wands 

TrigrinderxIO 

Slicer Collector 

Acquire over 50% ol IN) 

Site 

TrigrinderxIO 

DciMeSater Creator 

Acquire Ihe Double Saber 

Power Material* 5 

Dragon GivEr 

Acquired Dragon Horn 

Power Material x 5 

Legend Spinner 

Acquire toe Round Cannon 

Power Material x 10 

fr^gic Bullet Shooter 

Acquire Ihe M25SE Mauri 

Hit Material x 10 

Momentary Storm 

Acquire ihe Rivennan 

Mizuri 

Hil Material x 5 

Crimson O^noyer 

Acquire the Red Cannon 

Hit Material x 5 

Flying With 

Acquire Ihe Witch's Broom 

Mind Material x 5 

Laughing Dealh 

Acquire the Calamity Soul 

Mind Materials 

Shining Moonlight 

Acquire the Bright Moon 

Mind Material x 5 

Forbidden Wizard 

Acquire Aluajif 

Mind Material x 10 

MAG Collector 

EvolveyourownMAG into 

a new tier 

Monogrinder x 5 

MAG Trader 

Trade a MAG 

DigrinderxS 

Mag Trainer 

Raise a MAG to tier 4 

TrigrtnderxS 

The Millionaire 

Gatoerl.DtXi.OOOfvte^a 

(and keen it on hand) 

Celebrity Element ! 

x5 

Title Enthusiast 

Acquire 30 Tides 

Chaos Element x 10 

Completionist 

Acquire alt other Titles 

Heawen Element xl 
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A Hunter is only as good as his 
or her best equipment Good 
weaponry, maintained armor, and 
a pile of healing items make all the 
difference against foul monsters. 
This chapter explains what weapons 
do r how to improve your gear, and 
where to find various upgrades. 


A HUNTER'S ARMAMENT 


There are three major categories of weapons in Phantasy Star Zero: Melee, Ranged, and Force. Melee weapons are used most often by Hunters. These are close range, 
heavier weapons that often inflict reasonably high damage. They're good for disrupting enemy attacks. Ranged weapons are used by Rangers (no kidding, right?), 
Though ranged weapons lack the damage of melee weaponry, they push enemies around and are good for holding off targets. Finally, force weapons raise Magic 


damage and do moderate damage in either melee or range, depending on the specific category. 



sabers 

Sabers are the mainline weapon for starting 
Hunters, There really isn’t a weakness when it 
comes to Sabers; these are weapons with moderate 
damage, fast attacks, good Photon Abilities, and so 
forth. You cant go wrong with a Saber. 



sums 


Swords are extremely heavy weapons. It takes two 
hands to wield a Sword, and the swing time for each 
blow is much longer. Swords are able to hit multiple 
enemies without losing Attack Power. These weapons 
clear group of smaller enemies like nobody's business! 
They also have some of the best melee Photon Arts in the game. The downside of 
Swords (beyond the speed issue) is that it takes better timing to use them. You need to 
know when enemies are going to attack before you initiate your combo. 


■ 



Daggers 


Daggers are extremely fast. Hunters keep a dagger 
in each hand and advance while swinging. These 
weapons lock a single enemy down and prevent 
that target from getting much done. That foe will be 
taking damage at such a rapid pace that death comes 
quickly and counterattacks are hard to achieve. While you can't fight multiple 
enemies very well with these, you do kill bosses and tougher foes quite nicely. 
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Spears are somewhat defensive weapons. They 
combine range with a more cautious attack style. Other 
weapons cause your character to dig into enemies, 
moving forward during combos. That's not always a 
good thing. You sometimes end up directly in the path 
of damage because your character is harder to pull back. Spears negate most of that 
concern; your character holds the line while simultaneously doing damage. 



Another perk is the third swing of a Spear combo. The finishing attack has a wide 
range that makes it much easier to hit multiple foes. The standard stabs aren't as easy 
for this task, in fact, Spears require you to line up attacks with tremendous precision. 
If careful targeting bothers you, Spears aren’t the best choice. 



Clams 

Claws are somewhat similar to Daggers, Your 
character advances quickly while attacking, The 
damage per hit is relatively high, and single targets 
go down quickly. The third hit in each combo is a 
double strike, further improving the output from 
these nasty fellows. 



Shield give up melee damage potential to help your 
■ character survive. Even Spears don't rival the defensive 
nature of Shields. Your character gets the most benefit 
from this in a multiplayer group situation. Your Hunter 
won't take much damage while closing to attack the 
worst types of enemies. You end up with a lot of attention while other players heal 
and do heavy damage without needing to worry about Evasion and other defensive 
tactics. The overall effect is a higher kill rate for everyone. Your downside is a lower 
number of killing blows (and somewhat decreased personal XP). 


To use the guard option with Shields, hold down the Left Bumper. You're now able to 
move around while guarding, making this feature extremely useful in dangerous battles. 



2 sabers 

2 Sabers are boss killers. These weapons offer even 
higher damage than their stats reveal. The attack 
combos take forever, and your Hunter is going to 
eat real damage because of that. But you won’t find 
many melee options that cut through things faster, 
damage over survivability, you came to the right place. 




attacks are desired for trap 


Handguns are short-range weapons that don’t 
excel in damage or safety, They're a starter weapon 
for Rangers that are often left behind for some 
of the more exotic weapons in the line. Hunters 
occasionally use these weapons when ranged 
shooting or other pressing reasons. 


Rifles 

Rifles are a low-range option with extremely good 
range and reliability, Soto Rangers get the least 
benefit from these unless they're quite patient and 
want to snipe targets while staying out of the action. 
These are better weapons for grouped players who 
want to pin down advancing enemies and frustrate the monsters; they won't be 
able to close with the group as well, and they can't get out of your range either. 


Gunblades 

G unblades give Rangers the chance to mix things 
up with their targets. Used at relatively close range 
(or at point blank), Gunblades are a hybrid weapon. 
Light and heavy attacks swing the weapon with 
melee combos, doing modest damage. When the 
Left Bumper is held, these attacks become spread, ranged shots. Enemies 
with high Resistance to ranged damage are sometimes easier to dispatch 
with Gunblades. That said, you must be careful of incoming damage, since 
Gunblades leave your Ranger very exposed. 




_ Dlech Guns 

Mech Guns have little range, but they’re brutal and 
I fun. The numbers tick quickly when you're firing 
m iyiech Guns, and single targets disappear in the blink 
of an eye. Players who like ranged attacks but also 
thrive on danger should be excited by these. Mech 
Guns are wonderful at killing bosses or high-end monsters. 



Bazookas 

Bazookas are long-range weapons with an agonizing rate 
of fire. Their individual shots hit hard, but you need to rely 
on their Photon Arts to deal the real damage. Bazookas 
are not good for keeping an enemy off your back; use 
these when you have a group to distract the targets. 
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Laser cannons 


Laser Cannons are the room sweepers of the ranged 
line. Their damage against individual targets won’t 
eclipse other weapons, but it’s easy to hit large 
groups without much setup time. Lure enemies 
toward your character; this causes them to fine 
up as they come forward. The blasts from your Laser Cannon hit everyone in 
that line, ft’s lovely to watch. A good mix of IVfech Gun and Laser Cannon work 
almost ensures that your Ranger remains useful in boss and group situations. 



Rods have strong melee swings (for a Force 
weapon) and provide a substantial bonus to ail your 
techniques. They're a superb weapon for a Force 
User who switches frequently between multiple 
techniques. 
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Wands increase technique damage as welt, though they 
aren't as good forgetting big numbers across the board. 
Instead, they’re useful for specializing on a given damage 
type. For instance, you can collect Wands with bonuses 
to Fire damage and use them in areas where few enemies 
have Resistance to Fire techniques (e.g r the Rioh Snowfields). Collect other wands with 
different bonuses and use them situationally. This takes more time and effort compared 
to Rod use, but the results are superior if you invest well in each of those weapons. That's 
not feasible in the early game, but later on it becomes more tenable. 




siicers 



Siicers are thrown to deal damage at range, 
sometimes to multipie targets. It’s hard to line up 
foes for this by yourself, but Force Users with either 
patience or a good teammate can quickly destroy 
enemies that are grouping against a different target. 



Armor raises Defense, Evasion, and Resistance, Your character takes less damage, is hit less otter, and mitigates damage from specific sources because of these 
statistics. Upgrading armor is almost always the best way to improve your survivability. 

Add Grinders to armor for a substantial bonus to Defense, Otherwise, there isn't too much you can do to improve a given suit of armor. Instead, you can find a few 
different suits of armor and switch between them for any given quest. 

For example, armor with high Light and Dark Resistance is going to excel in the Dark Shrine (even if it's a star behind your best gear). 



Find the tricks of the trade right here. You won’t get as far as quickly in Phantasy Star without improving your equipment. This is how you do itf 

Grinders 

Grinders are found inside chests and can be purchased from the Photon Collector in the 
sewers (after a certain point in the game's story), Grinders improve the damage output 
of weapons as well as the defensive nature of armor. There are three types of Grinders: 

Monogrinders, Digrinders, and Trigrinders. None of these is particularly more effective at 
improving items, but instead, the difference reflects what quality of items are affected by the 
given Grinder. 
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IBS CURT 

GRINDER TYPE 

QUALITY OF ITEM AFFECTED 

IMPROVEMENT 

Mmogrirater 

*1-3 Weapons 

Mack Power+2 

MofiDQfintfer 

*1-3 Armor 

Defense+2 

Digiinder 

"1-5 Weapons 

Attack Rawest _ 

Dfgrrnder 

*1-5 Armor 

Defense +2 

Trigrinder 

*1-7 Weapons 

Attack Power +2 

Trigrinder 

*1-7 Amnotf 


Elements 




As you can see, it’s possible to use the best Grinders on lower grade weapons 
and armor, but there isn't much of a point It’s easier to procure lower tier 
Grinders, so they’re best used on lower grade items. Save the Trigrinders for the 
best items out there. 


t 


The merchant on the right side of Dairon City accepts rare elemental items from clients. These are used to upgrade a character's weapon to provide various advantages 
in combat. Some of the effects only occur from time to time, Others happen every time an enemy is struck but have a secondary cost (in Meseta or Hit Points). 



- 1 

it' a 


HT l 

u 



[LEU EFFECTS COST FOR 000100 UIEOPOO ELEfTiEflTS 


ELEMENT 

EFFECT 

■ WEAPON 

■ RARITY 

COST 

Heal 

Has a chance to inflict Bom on your enemy, dealing damage over lire 

*1 

,1000 

Ice 

Has a chance to Freeze your enemy (causing firm or her to stop moving and attacking until struck w Une duration ends) 

*2 

2500 

Stun 

Has a chance to inflict Stun on your enemies (causing Ihem lo slop moving and attacking until the duration ends) 

*3 

6000 

Light 

Has a chance to inflict Contusion on your enemy; the targets runs around aimlessly and has troubte targeting white the effect lasts 

*4 

15,000 

Dark 

Has a ctwioe lo inflict Poison on your enemy, rfeaiing damage over time 

*5 

25,000 

Draw 

Has a chance To heal your character based on how much damage ho or she inflicted 

*6 

45,000 

Heart 

Has a chance lo restore your character PP based on how much damage he or she inflicted 

7 

120,000 

Heaven 

Gives achanoe to inflict Death, automatically killing many largsls 



Soul 

The weapon's Attack Power and Magic improve when your character bits below 1/3 health 



Mesela 

Has a chares to give your character free Mesela each lire you hit an enemy 



X 

Has achanos to add Experience each time you hit a monster (does'not work against bosses) 



Life 

Your diameter always deals 50% more damage; you also lose heaflh each lime you attack 



Self 

Your character always deals 10% to 50% more damage; you loss IVtesda each lime you attack 



Slow 

Has a chance lo inf ltd Stow on the target, reducing the rated h to or her attacks 



Risk 

Sometimes causes attacks to inflict 50% more damage, but your character takes some of the damage when the effect triggers 



Jellm 

Has a chance to lower toe Attack Ftower and Magic stars oi your enemy 



Zalure 

Has a diaree to lower the Delense/Evaston of an enemy 



Cliaos 

Can cause a random status effect on Ihe target 
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The strange merchant on the right side of Dairon City is able to add 5,10, or even 15 percent 
to a weapon's Photon Attribute (Le., its affinity for a specific enemy type). This is only 
possible once you’ve upgraded a weapon with Grinders as far as it can go. You also need a 
fair amount of cash on hand to do it. 

Once you’re ready, take the given weapon to the merchant and select it from your inventory. The 
merchant asks which attribute to improve. Select it and see how much the attribute rises. If you’re 
especially in love with the weapon, save first and reload until you get a 15% improvement. 


+10% 

40% 

*2 

* 

5000 

+15% 

20 % 

‘3 


10,000 



*4 


25,000 



‘5 


50,000 



*6 


100,000 



7 


250,000 


OFFimni THE 


ATTRIBUTE PERCENTAGE 
INCREASE CHANCE 


cost of nuEmEnnnG 
non OFFinuu 


WEAPON RARITY COST 


stores and merchandise in Dairen nty 


There are many items, weapons, and oddities in Dairon City. Read through the descriptions below to find out what's available and howto procure such goods. 


i 


Checking the stores 

You can't find everything you need out in the wild; it takes such a long time that it isn’t worth 
your effort. Monomates are cheap in town, and there are plenty of goods and services to 
peruse. There are five merchants in Dairon City. Topside, in the central market, there are 
three people: the weapon/armor merchant, an stem merchant, and a guy who upgrades 
weapons. Below, in the sewers, are two more people: the Photon Collector and the Enemy 
Collector. 

Take the Meseta you earn from quests and look through the merchants’ inventories. Sell 
equipment you don't want or need to earn extra money. This isn’t necessary in the long run, 
but it helps early in the game. Phantasy Star Zero's money has less importance in the late 
game, when healing items become quite cheap and the only goods you especially need are 
hidden in dangerous quest areas. 

Note that more and more items become available as you ascend in level. Higher versions of 
healing and restorative items become available at the item store. Also, the power of weapons 
and armor at the stores rises too (as do their prices). 

See the table on the following page to get an idea about the variety of goods on the open 
market and how they're used. 




Moromale 
Dimate 
Trimate 
Morwilnid 
Difluid 
Trilluid 
Sol Aiomlzer 
Slar Atomizer 
Moon Atomizer 
Telepipe 
Trap Vision 
Scape Doll 
Technique Disks 
ElEment 
Mateos 
Reset Malarial 
Enemry Resources 
Photon Drop 
Grinders 
Hearts 


Traps 


Heals 30% ollhe user's HUFToints 
Heals 60% of the user’s Hi! Poinls 
Heais all of the user's Hit Points 
Restores 30% of lbs user's Photon Points 
Restores 60% d Ihe usej’s Photon Points 
Restores all of Hie users Photon Points 
Negates stilus efiecls for user and nearby all ies 
Heals the urn and nearby allies for 60% ol tfieir total Hit Poinls 
Resurreels nearby allies! to are knocked unconscious 
Opens a gateway between your location in trie field and the center of the Hunter's Guild 
Exposes traps in the field [lasls untit your character returns to town or is knocked out) 

These are destroyed when your character would be knocked out normally, restoring all lieallh 

If your levettotfass is appropriate, you can learn higher level Techniques by tong these from your inventory 

Atfacli Hiese to weapons at Ihe Custom Stop to arid various effects to your attacks 

Permanently raise one stalon your character (Hil Point, Photon Points, Power, Defense, Accuracy, Evaston, or Magic) 

Delete Materials youVeused on your character 

Dropped pads Df your enemies; give these to the Enemy Col lector to fashion special equipment 

Give These to Ihe Photon Collector tor various rare items 

PernnanenUy improve weapons and armor 

Special monster items that efrange high-level MAGS into a rwtomn 


The CAST race uses traps to either hamper/wound enemies or heal members of the party, 
Purchase traps from the Item Store and place them or your action palette for fast use, 

CASTs are able to carry a varying number of traps based on their sex and class. Look 
through the Character Chapter “A Cast of Heroes" to get a belter idea about these. 

Heat traps detonate and deal damage overtime to nearby enemies. Although they're good 
for generic enemies, they cannot damage almost any bosses. Hunter CASTs that want to 
improve their damage output enjoy these the most 

Ice traps are more defensive. They Freeze nearby enemies and give your character a chance 
to reposition safety. Ranged CASTs get the most benefit from these. 

Light traps Confuse targets. These traps are the hardest to use effectively because their 
output is variable. 

Heal traps are unusual because they detonate and help the people they affect. Stand near these 
to benefit from their power. Because CASTs can’t use Techniques, these are yet another way to 
extend your survivability. They’re also the only type of trap that works in most boss fights. 
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You can locate the Photon Collector on the left side of the sewers. Talk to her 
when you find a substantial stash of Photon Drops, which are found in golden 
boxes and chests, They're MUCH more common than they were in earlier 
Phantasy Star games, but you need far more of them to get some of the 
better purchases. 



PHOTOn COLLECTOR Ml 



1 ITEM NAME 

ITEM TYPE 

PHOTON 

COST 

Harisen 

Saber 

10 

Hear! Element 

Elemenl 

a 

Twlnkfe Star 

Saber 

40 

Soul Element 

Element 

12 

Kitchen Knife 

Sword 

m 

Meseta Efement 

Element 

a 

Eilms 

Daggers 

5 

X-Etement 

Element 

a 

Animal Hand 

Claws 

10 

Life Element 

Element 

12 

Doppelsiae 

2 Sabers 

30 

Slow Efement 

Elemenl 

4 

Sprinkling Shower 

Handgun 

5 

Risk Element 

Efement 

12 

Rounding Shower 

Handgun 

60 

Self Element 

Elemenl 

12 

Mizuri CX4 

Rifte 

50 

Light Element 

Elemenl 

4 

KaragkasajikQmi 

Giffiblade 

15 

Dark Element 

Element 

4 

Berry Ice Beam 

Bazooka 

20 

Je! Efement 

Elemenl 

6 

Wilch’s SroofTi 

Rod 

15 

Zalune Element 

Element 

a 

Imperial Rod 

Rod 

45 

Monogrinder 

Grinder 

1 

Dumbbell 

Wand 

10 

Digrfnder 

Grinder 

3 

Gardening Wear 

Armor 

35 

Trigrinder 

Grinder 

5 

Miyabi Hakama 

Armor 

40 

HP Material 

Material 

5 

Basie MAG 

MAG 

5 

PP Material 

Material 

5 

Scape Doll 

Survival Item 

5 

Power Material 

Material 

5 

Heal Efement 

Element 

4 

Guard Material 

Material 

5 

Ice Element 

Element 

12 

Hit Material 

Malarial 

5 

Stun Element 

Element 

12 

SwiH Material 

M&erial 

5 

Draw Element 

Element 

8 

Mind Material 

Material 

5 




Ffesel Material 

Material 

5 


On the right side of the sewers is another collector altogether. This guy uses 
parts from fallen enemies to make new Items, crafting special weapons and 
armor. Bosses are the best targets for finding these pieces, and higher difficulty 
targets often drop similar (but stronger) versions of the items. 



| ENEMY ITEM 

CRAFTED ITEM 
TYPE 

EQUIPMENT 

NAME 

TRANSACTION 

COST 

Men item 

Spear 

Scarred Horn 

5600 

Dragon's Horn 

Spear 

Dragon Horn 

50,000 

Bfedk Drill 

Spear 

Moblua Drill 

5000 

While Drill 

Spear 

Hemelar Drill 

50,000 

Garapyfhan Fang 

Claws 

Bison Bite 

25,000 

Garahadan Fang 

Claws 

Hatian Bite 

100,000 

Hsian's Mane 

Shield 

Helfon Roar 

SCO 

Burning Mane 

Shield 

Blaze Roar 

25,000 

Rohjade Scale 

Shield 

Jade Hate 

2500 

Rohkrysta Crystal 

Shield 

Krista Hate 

50,030 

PtiobosSlwcf 

Rifle 

Phobos Shoot 

25,000 

Black Shard 

Rifle 

Black Ptiobos 

50,000 

Slimy Tentacle 

Bazooka 

Octo-Bazooka 

5000 

Lively Tentacle 

Bazooka 

Devil Bazooka 

50.000 

Slack Muzzle 

Laser Cannon 

Chaos Cannon 

5000 

White Muzzle 

Laser Cannon 

„ ■ * 

Tartarus Cannon 

100,000 


Password machine 


Check out the vending machine on the far right side of the sewers. Guess what? 
This Isn't a normal vending machine! It's a Password Machine, Type in special 
passwords here to find free items. 


ITEM 

PASSWORD 1 

■ ITEM 

PASSWORD 

Seavaria's Spear 

5703-8252 

INGame: Greg&Kiri 

5531-0215 

Selusria's Shield 

4294-2273 

Nintendo Power 

3171-0109 

Bbde Cannon 

7839-3594 

PuyoSoul 

3470-1424 

Caduceus'sRod 

5139-6877 

TaupySoul 

9475-6843 

Game Master 

7162-5792 

Lassie Soul 

4775-7197 

CONSOLES 

9185-6189 
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Equipment- Lists 


Weapon Tables 

firrriTtfiis 



Level Requirement 

1 

Rarily 

1 ® 

Attack Power 

30-37 

Attack Accuracy 

93 

Range(m) 

25 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Hunan Force 

Usable 

Newman Force 

Usable 

mm 

Jfe- 

✓ 

CATEGORY 

I VALUE I 

Level Requirement 

5 

Rarity 

3* 

AIM Power 

1 “82 

Aback Accuracy 

154 

Range(m) 

2.5 

Hiurrwi Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

A 

HlTm 

r 

1 CATEGORY 

\ VALUE 

Level Requirement 

12 

Rarity 

4 * 

Attack Power 

94-118 

Attack Accuracy 

182 

Range(m) 

2,5 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

LM)fe 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Face 

HUBS 

Usable 

/ 

A 


Level Requirement 

24 

Parity 

5 ★ 

Attack Power 

136-170 

Attack Accuracy 

227 

Range (m) 

2.5 

Human Hunter 

Ifeabte 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


~ 

y 

BLBDE 

_ A 

y 

SOBER 

* 

/- 

1 CATEGORY 

1 VALUE M 

1 CATEGORY 

IB 

Level ReqMremsit 

1 

Level Requirement 

i 

Rarity 

1* 

Rarity 

i * 

Attack Power 

31-39 

Attack Power 

32-^0 

Attack Accuracy 

97 

AM Accuracy 

96 

Range (m) 

25 

Range(m) 

25 

Human Hunter 

Usable 

Human Hunter 

Usable 

■Newman Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Hinan Force 

Usabte 

Newman Force 

Usable 

J 

A 

t 

Newman Force 

Usable 

jk 

CLEAR SIM 

EDI HIDE 

/ 

1 CATEGORY 

1 VALUE 

■ CATEGORY 

\ VALUE ;!’! 

Level Requirement 

5 

Level Requirement 

5 

Rarity 

3* 

Rarity 

3 ★ 

Attack Power 

70-87 

Attack Power 

71-89 

Attack Accuracy 

158 

Attack Accuracy 

156 

Ranqe(m) 

2.5 

Range (m) 

2.5 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Us^bte 

CASTHunter 

Usabte 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranges 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

human Force 

Usabte 

Newman Force 

Usable 

Newman Force 

Usabte 

J 

y 

mm 

/ 

CLEDB SIBER 

■ category 

\ VALUE 1 

■ category 

| VALUE 

Level Requirement 

12 

Uavel Requirement 

12 

Rarity 

4* 

Rarity 

4* 

Attack Power 

100-125 

Attack Power 

106-132 

Attack Accuracy 

187 

Attack Accuracy 

192 

Range (m) 

25 

Range(m) 

25 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

CASTHunter 

Liable 

Human Ranger 

Usabte 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranger 

Usabte 

Human Force 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usabte 

mmm 

/ 

CWL 

J 

/ 

jf 

rnTmraikiiiM 

U CATEGORY 

| VALUE 1 

Level Requirement 

20 

Level Requirement 

22 

Rarily 

5* 

Rarity 

5* 

Attack Power 

136-189 

Attack Power 

147-184 

Attack Accuracy 

222 

Attack Accuracy 

230 

Range (m) 

25 

Range (m) 

Z5 

Human Hunter 

Usabte 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Neman Hunter 

Usabte 

CAST Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranger 

Usabte 

Human Force 

Usabte 

Human Force 

Usabte 

Newman Force 

Usable 

Newman Force 

Usabte 


mmitms' 


1 CATEGORY 

VALUE | 

bevel Requirement 

2 

Rarity 

2 * 

Attack Power 

45-56 

Attack Accuracy 

112 

Range(m) 

25 

Human Hunter 

Usable 

lawman Hunter 

Usable 

CASTHunter 

Usabte 

Human Ranger 

Liable 

CASTRanger 

Usable 

Human Force 

Usable 

tarn n Force 

Usabte 

y 

RED SOBER , 

/ 

EJISnSBIEEiEl^H 

Level Requirement 

14 

Rarity 

4* 

Attack Power 

50-111 

Attack Accuracy 

148 

Range (m) 

2.5 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

CAST Hunter 

Usabte 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

m 

y 

BLUE SIM 

/ 

rnnii'iMrnTM 

Level Requirement 

26 

Rarity 

5* 

Attack Power 

75-155 

Attack Accuracy 

177 

Range (m) 

2.5 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

Human Ranger 

Usabte 

CAST Ranger 

Usabte 

Human Force 

m 

Newman Force 

N/A 

M SUMER 

A 

■ category 

VALUE 

Level Requirement 

38 

Rarity 

6 * 

Attack Power 

1-216 

AIM Accuracy 

255 

Range(m) 

25 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

Human Force 

Usabte 

Newman Force 

Usabte 



Level Requirement 

2 

Rarity 

2* 

Attack Power 

50-63 

Attack Accuracy 

128 

Range [m} 

2.5 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usabte 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usabte 

Newman Force 

. Usabte 

the sum 

it _ 

1 CATEGORY 

| VALUE * 

Level Requirement 

16 

Rarity 

4* 

Attack Power 

91-114 

Attack Accuracy 

189 

Flange [m] 

25 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

Human Farce 

Usabte 

Newman Force 

Usabte 

A 

HUTU SHU 

/ 

I CATEGORY 

1 VALUE r 

Level Requirement 

20 

Rarity 

5* 

Attack Power 

132-165 

Attack Accuracy 

219 

Range(m) 

2.5 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

CAST Hunter 

Usabte 

Human Ranger 

Usabte 

CAST Ranger 

Usabte 

Human Force 

Usable 

Newman Force 

Usabte 

WHITE SOBER 

j* 

■ category 

VALUE 

Level Requirement 

30 

Rarity 

6* 

Attack Power 

105-210 

Attack Accuracy 

213 

Range(m) 

2.5 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usabte 

CAST Ranger 

Usabte 

Human force 

m 

Newman Force 

m 
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CATEGORY VALUE 


Level Requirement 

32 

Level Requirement 

36 

Level Requirement 

90 

Level Requirement 

56 

Rarity 

6 * 

Rarity 

6* 

Rarity 

7* 

Rarity 

7* 

AttackPower 

189-236 

AttackPower 

199-249 

AttackPower 

140-283 

Attack Power 

234-292 

Attack Accuracy 

258 

Attack Accuracy 

291 

Attack Accuracy 

245 

Attack Accuracy 

227 

Range (m) 

25 

Range (m) 

2.5 

Rangefm) 

2.5 

Range (m) 

25 

Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

N/A 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunler 

Usabte 

Newman Hunter 

N/A 

CAST Hunler 

Usable 

CAST Hunter 

Usabte 

CAST Hunter 

Usabte 

CAST Hunter 

N/A 

Human Ranger 

Usabte 

Human Ranger 

Usable 

Human Ranger 

N/A 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

CASTRanger 

Usabte 

CASTRanger 

N/A 

CASTRanger 

Usabte 

Hunwi Force 

Usabte 

Human Force 

Usabte 

Human Force 

N/A 

Human Force 

Usabte 

Newman Farce 

Usabte 

toman Force 

Usabte 

Newman Force 

N/A 

toman Force 

Usable 


ZERO SURER 


Level Retirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Hyman Hunter 
Itoman Hunter 
CASTHunlef 
Humarr Rancpef 
CAST Harder 
Human Fora 
htewman force 


TO 

7 ★ 

283 — 354 

306 

2.5 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 




Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m} 

Human Hunts 
Newman Hunter 
CAST Hunter 
Hurrwi Ranger 
CAST Ranger 
Hurraai Force 
Newman Force 


2 

1 * 

27-54 

63 

4 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 


JJURSHID 


✓ 


CATEGORY VALUE 


Level Requirement 
Rarity 

Attack Power 
Aback Accuracy 
Range(m) 

Human Hunter 
Newman Hurts 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


12 

4* 

36-171 

133 

4 

Usable 

Usable 

LMite 

N/A 

N/A 

N/A 

N/A 


Level Requirement 54 
Rarity 7 * 

Attack Power 247-303 

Attack Accuracy 228 

Range(m) 2L 

Human Hunter UsaMe 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Newman Force Usable 






Level Requirement 2 

Rarity 2 * 

Attack Power 43-86 

Attack Accuracy 91 

Range fm} 4 


Human Hunter 

Usabte 

Newman Hunter 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

m 

CAST Ranger 

N/A 

Humeri Force 

N/A 

Newman Force 

N/A 

IIED CDLIBUfl 

/ 

CATEGORY 

VALUE 

Level Requirement 

12 

Rarity 

4* 

AttackPower 

91-181 

Attack Accuracy 

137 

Range(m) 

4 

Human Hunler 

Usabte 

tonai Hunler 

Usabte 

CAST Hunler 

Usabte 

Human IRanger 

N/A 

CASTRanger 

N/A 

Human force 

N/A 

Newman Force 

N/A 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Rsigefm) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


2 

2* 

46-91 

94 

4 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 


CIMIE sum y 


CATEGORY VALUE 


Level Requirement 5 

Rarity 3 ★ 

Attack Power 61-122 

Attack Accuracy 111 

Range(m) 4 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Force N/A 


/ 


MU MIME 


CATEGORY VALUE 


Level Requirement 5 

Rarity 3 * 

AttackPower 69—137 
Attack Accuracy 117 

Range (m) 4 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newmn torn N/A 



nisi Fit 


/ 


y 


111 ; 

Level Requirement 
Rarity 

AttackPower 
Attack Accuracy 
Range (m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranrp 
CAST Ranger 
Human Force 
Newman Force 


15 

4* 

123-186 

145 

4 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 


CATEGORY VALUE 


Level Requirement 30 


MO 


CATEGORY VALUE 


Level Requirement 20 


Rarity 

AttackPower 
Attack Accuracy 
Range (m) 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


5* 

113-226 

158 

4 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 


Rarity 

Attack Power 
Attack Accuracy 
Range (m) 
Human Hunter 
Newman Hunler 
CAST Hunter 
Human Ranger 
CASTRangef 
Human Force 
Newman Force 


* 

117-233 

192 

4 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 





Level Requirement 

30 

F&ity 

5 * 

AttackPower 

124-247 

Attack Accuracy 

166 

Range(m) 

4 

Human Hunter 

Usabte 

Newman Hunter 

Usabte 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CASTRanger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

GALE MGER 



Levd Requirement 

36 

Rarity 

6 * 

AttackPower 

196-352 

Attack Accuracy 

196 

Range (m) 

4 

Human Hunter 

Usable 

Newman Hunler 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

N/A 

CASTRanger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

VODOITE in 

/ 

■ category 

VALUE 

Level Requirement 

80 

Rarity 

7* 

Attack Power 

351-502 

AIM Accuracy 

221 

Range(m) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usabte 

Humffl Ranger 

N/A 

CAST Ranger 

m 

Human Force 

m 

toman Force 

N/A 

ini® 


MGERS 

% 

■ category 

VALUE 

Level Requirement 

1 

Rarity 

1 * 

Attack Power 

25-31 

Attack Accuracy 

99 

Range (m) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CASTRanger 

N/A 

Human Force 

Usabte 

Newman Force 

m 



Attack Accuracy 164 

Range (m) 4 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Force N/A 


mitiosioi 


4 


Level Requirement 42 

Rarity 6 * 

AttackPower 265-429 
Attack Accuracy 218 

Range (m) 4 

Hifnan Hunter Usable 

Newman Hunter Usable 

CAST Hunler Usable 

Human Ranger N/A 

CAST Ranger. N/A 

Human Force N/A 

Newman Force N/A 


Attack Accuracy 
Range (m) 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


MI5MIFFE 


168 

4 

Usabte 

Usable 

Usable 

N/A 

N/A 

N/A 


Attack Accuracy 
Range(m) 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


184 

4 

Usable 

Usabte 

Usable 

N/A 

N/A 

N/A 

m 


Level Requirement 54 

Ranly 7 * 

Attack Power 232 -463 

Attack Accuracy 208 

Range(m) 4 

Human Hunter Usable 

Newman Hunter Usabte 

CAST Hunter Usabte 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Farce N/A 


AttackPower 
Attack Accuracy 
Range {m) 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Rang# 
CAST Ranger 
Human Force 
Newman Force 


7 * 

306-566 

200 

4 

Usable 

Usabte 

Usabte 

N/A 

N/A 

N/A 

N/A 


NICER 

A 

EUI RIPPER 

9 

| CATEGORY 

1 VALUE 

JB CATEGORY 

\ VALUE : i 

Level Requirement 

2 

Level Requirement 

2 

Rarity 

★ 

Rarity 

2* 

AttackPower 

36-49 

AttackPower 

39-49 

Attack Accuracy 

132 

Attack Accuracy 

132 

Flange fm) 

2 

Rangefm) 

2 

Humarr Hunter 

Usable 

Human Hunter 

Usable 

toman Hunter 

Usable 

Newman Hunler 

Usabte 

CAST Hunler 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

Usabte 

Human Ranger 

m 

CAST Ranger 

Usabte 

CASTRanger 

N/A 

Human Force 

Usribte 

Human Force 

Usable 

Newman Force 

Usabte 

Newman Force 

Usabte 


MU HFE 




CATEGORY VALUE 


Level Ftequiemail 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Human Hunter 
Newman Hunter 
CAST Hunler 
Human Ranger 
CASTRangef 
Human Force 
Newman Faroe 


2 

2* 

41-51 

135 

2 

Usabte 

Usabte 

Usabte 

N/A 

m 

N/A 

Usabte 


Attack Accuracy 194 

Range (m) 4 

Hunan Hunter Usabte 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CASTRanger N/A 

Human Faroe N/A 

Newman Force N/A 



Attack Power 
Attack Accuracy 
Range(m) 
Human Hunter 
Newman Hunter 
CAST Hunler 
Human Ranger 
CASTRanger 
Human Force 
torran Force 


7* 

333-566 

252 

4 

Usable 

Usable 

Usable 

N/A 

N/A 

m 

N/A 



niDMERS'^r 


CATEGORY VALUE 


Level Requirement 
Rarity 

AttackPower 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CASTRanger 
Human Force 
Newman Force 


5 

3* 

55-69 

161 

2 

Usable 

Usabte 

Usabte 

N/A 

N/A 

Usable 

N/A 






























































































































DEO RIPDER 


CATEGORY 

VALUE 

Level Requirement 

5 

Rarity 

3* 

AM Power 

58-73 

AM Accuracy 

165 

Range (m) 

2 

Human Hunter 

Usiite 

Newman Hunter 

Usabte 

CAST Hunter 

Usabte 

Hunan Ranger 

m 

CAST Ranger 

m 

Human Fora 

Usable 

toyman Force 

Usable 

\mm 


CATEGORY 

VALUE j 

Level Retirement 

26 

Rarity 

5* 

AM Power 

105-131 

Attack Accuracy 

149 

Rangefm) 

2 

Human Hunter 

Usable 

Newrrni Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

toyman Force 

Usable 


1W1E1 % 



Level Requirement 

40 

Rarity 

6* 

AM Power 

167-200 

Attack Accuracy 

276 

Range (ran) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

m 

Human Force 

N/A 

toman Force 

N/A 


HOLLOW GILET 

% 

1 CATEGORY 

VALUE 

Level Requirement 

6 

Rarity 

3 * 

Attack Power 

63-89 

Attack Accuracy 

167 

Range(m) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

m 

Newman Force 

N/A 

mmn 

SF 


Level Ftequirerrent 

20 

Rarity 

5* 

Attack Power 

114-143 

Attack Accuracy 

237 

Range(m) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

Usebfe 

HEIM > 

*F 

CATEGORY 

1 VALUE [ 

Level Requirement 

56 

Rarity 

7* 

Attack Power 

206-211 

Attack Accuracy 

331 

Range(mj 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

Human Force 

Usabte 

Newman Force 

Usable 


LAPIS FIGS 

& 

CATEGORY 

VALUE 

Level Requirement 12 

Rarity 

4 * 

AM Power 

77-96 

AM Accuracy 

193 

Range (m) 

2 

Human HunteJ 

Usable 

Newman Hunter 

Usable 

OAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

toman Force 

N/A 

FEsrnu 


CATEGORY 

1 VALUE 

Level Requirement 24 

Rarity 

5 * 

AM. Power 

121-151 

Attack Accuracy 

243 

Range fm) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

Usable 

FOIE Mil 


CATEGORY 

VALUE 

Level Requiremen 

r 54 

Rarity 

7* 

AM Power 

220-275 

Attack Accuracy 

308 

Range fro) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

Usable 


CLEHIFE 


CATEGORY 

VALUE 

Level Requirement 

12 

Rarity 

4* 

Attack Power 

86-108 

AM Accuracy 

200 

Range(m) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Parser 

N/A 

CAST Ranger 

N/A 

Hunwi Force 

m 

Newman Force 

Usabte 

JASPER POOR 


CATEGORY 

VALUE 

Level Requirement 

32 

ferity 

6* 

AM Power 

146-182 

AM Accuracy 

266 

Range fm) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

m 


FIFO 


CATEGORY 

VALUE 

Level Requirement 

14 

Rarity 

4 * 

AM Power 

89-111 

AM Accuracy 

195 

Range (m) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hurtler 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

FEflllB 

CATEGORY 

VALUE 

Level Requirement 

36 

Rarity 

6* 

AM Power 

154-193 

AM Accuracy 

273 

Rangefm) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

toman Force 

Usable 




EM GUIDE X^ 

CATEGORY 

VALUE 

Level Requirement 

2 

ferity 

2* 

AM Power 

41-81 

AM Accuracy 

120 

Range fm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Finger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

m 


irmr / 

CATEGORY 

VALUE 

Level Requirement 

2 

Rarity 

2* 

AM Power 

42-83 

AM Accuracy 

117 

Ranee fm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

toman Force 

N/A 


■ 


mon LflJICE 

y 

mue « 

_ 


SU1EET BERRU 0 

CATEGORY 

VALUE i 

III CATEGORY 

jVALUE 

ESHEE Ajw 

Level Requirement 

5 

Level Retirement 

5 

Level Requirement 

5 

Rarity 

3* 

Rarity 

3* 

Rarity 

3* 

Attack Power 

56-115 

Attack Reaver 

63125- 

Attack Power 

76-103 

Attack Accuracy 

153 

Attack Accuracy 

146 

Attack Accuracy 

157 

Range(m) 

4 

Range fm) 

4 

Range fm) 

4 

Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usabte 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranp 

Usable 

Hurran Force 

N/A 

Human Force 

N/A 

Human Force 

Usabte 

Newman Force 

N/A 

toman Force 

N/A 

toman Force 

Usabte 


36 


f 

BITTER BERGII 

X 

1 CATEGORY 

[ VALUE 

Level Requirement 

5 

Rarity 

3 ★ 

Attack Power 

76-106 

Attack Accuracy 

157 

Range(m) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

OAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

mm 

Usable 

X 


Level Ftequlremen 

t 24 

Rarity 

5* 

Attack Power 

119-238 

Attack Accuracy 

215 

Range fm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

Human Ranger 

Usable 

CART Ranger 

Usable 

Human Force 

m 

Newman Force 

N/A 


/ 


DU 11 


miTtiiiB 


Level Requirement 

40 

ferity 

6 * 

AM Power 

244 - 348 

Attack Accuracy 

269 

Rangefm) 

4 

Human Hunter 

Usable 

toman Hunter 

Usabte 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


bie am 


CATEGORY 

VALUE 

Level Requirement 

80 

ferity 

7* 

Attack Power 

362-517 

Attack Accuracy 

282 

Rangefm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

WA 

toman Force 

N/A 

Newman Force 

N/A 


OnUKUKE / 


1 CATEGORY 

VALUE J 

Level Ftequiremanl 

12 

Rarity 

4 * 

AIM Power 

81-161 

Attack Accuracy 

184 

Rangefm) 

4 

Hurran Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Finger 

Usable 

Human Force 

N/A 

Newman Force 

m 

muni 

* 

/ _ 

1 CATEGORY 

VALUE i 

Level Requirement 

20 

Rarity 

5* 

AM Power 

123 - 245 

Attack Accuracy 

210 

Rangefm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST FEamgsr 

Usable 

Human Farce 

m 

Newman Force 

N/A 

X 

mm 

/ 



Level Requirement 

42 

Rarity 

6 * 

AIM Power 

250-357 

Attack Accuracy 

245 

Rangefm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

m 

Newman Force 

N/A 


DEOEllE /* 


CATEGORY 1 

VALUE U 

bevel Requirement 

12 

ferity 

4* 

Attack Power 

85-170 

Attack Accuracy 

179 

Flange fm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Hurran Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

j 

SELIM'S SPEAR 

/ 

[category 

'value j 

Levd Requirement 

20 

Rarity 

5 ★ 

Attack Power 

208-265 

AM Accuracy 

226 

Rangefm) 

4 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Range: 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

NEwman Force 

Usable 

ECLBMCII 

/ 

■ category 

VALUE j 

Level Requirement 

54 

ferity 

7* 

Attack Power 

205-410 

Attack Accuracy 

279 

Range (m) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 


SEflRflED IRQ # 


CATEGORY 

1 VALUE 

Level Requirement 

15 

Rarity 

4* 

AM Power 

129-164 

AM Accuracy 

196 

Rangefm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

toman Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

(HI 

ft 

[category 

VALUE 

Level Requirement 

36 

Rarity 

6 * 

AM fewer 

152 - 304 

Attack Accuracy 

254 

Range fm) 

4 

Hurran Hunter 

Usabte 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Himan Ranger 

Usabte 

CAST Ranger 

Usable 

Human Face 

N/A 

toman Force 

N/A 



Level Requirement 50 

FLarily 7 * 


Attack Power £17-434 
Attack Accuracy 272 

Range (m) 4 

Hurran Hunter Usable 

toman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

toman Force N/A 


1BIIIS DRILL 

1 CATEGORY 

VALUE 1 

Level Requirement 

16 

Rarity 

4 * 

AM Power 

132-189 

Attack Accuracy 

177 

Range(m) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

HITE 

N/A 

X_ 

BUDl 

Level Requirement 

32 

Rarity 

6 * 

Attack Power 

165 - 330 

Attack Accuracy 

241 

Range fm) 

4 

Hurran Hunter 

Usabte 

toman Hunter 

Usable 

CASTHunter 

Usable 

Hurran fenger 

Usable 

CAST Ranger 

Usable 

Human Farce 

N/A 

Newman Force 

N/A 

X 

BIG IMS 

p 

■ category 

VALUE 

Level Requirement 

63 

Rarity 

7* 

Attack Power 

337-482 

Attack Accuracy 

m 

Range fm) 

4 

Human Hunter 

Usable 

toman Hunter 

Usabte 

CASTHunter 

Usable 

Hurran Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 






























































































































-finmms- 

eii ami 

t 

M 

MM. 

Level Requirement 

2 

Rarity 

2 * 

AM Power 

52-65 

Attack Accuracy 

128 

Range (m} 

3 

Human Hunter 

Usable 

toman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

m 

toman .Force 

N/A 

CHE MS 

/ _ 

riliTiliiwrr^T^B 

Level Requirement 

12 

Rarity 

4 * 

Attack Power 

10G-129 

Attack Accuracy 

187 

Range{m) 

3 

Human Hunter 

Usable 

toman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

toman force 

m 

A 

KITH , 


| CATEGORY 

| VALUE 


Level Requirement 20 

Rarity 5* 

Aflat* POwEr 161-201 

Attack Accuracy 227 

Range(m) 3 

Human HurUer Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CASTRanp N/A 

Human Force N/A 

tomsn Force N/A 


Level Requirement 58 

Rarity 7 * 

Attack Rower 211-316 
AM Accuracy 277 

Flange (m) 3 

Human Hunter [Mile 

toman Hunter liable 

CASTHunter Usable 

Human Ranger N/A 

CAST Fkigsr N/A 

Human Force N/A 

toman Force N/A 


■ category 

VALUE | 

Level Requirement 

2 

Rarity 

2* 

Aback Power 

54-68 

Attack Accuiacy 

126 

Range(m) 

3 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranp 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

tllllf FDilGS , 

A 


Level Requirement 

12 

Rarity 

4* 

Attack Power 

115-144 

Attack Accuracy 

189 

Range(m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Utsa*te 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CASTRanp 

N/A 

Human Force 

N/A 

Newman Force 

m 

DIABOLIC MIL 

$ 

1 CATEGORY 

1 VALUE ;■] 

Level Requirement 

28 

Rarity 

5 ★ 

Attack Power 

165 - 206 

Attack Accuracy 

233 

Range (mj 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

Hits ^ 

* 

[CATEGORY 

value y 

Level Requirement 

50 

Rarity 

7* 

Attack Power 

262 - 328 

Attack Accuracy 

283 

Range(m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

tonwi Farce 

N/A 


mmum ,/* 


■ category 

I VALUE 

Level Requirement 

6 

Rarity 

3* 

Attack Power 

71-89 

Attack Accuracy 

168 

Range(m) 

3 

Human Hunter 

Usable 

to™ Hunter 

Usable 

CAST Hunter 

Usable 

Human FiangeF 

Usable 

CAST Ranger 

N/A 

Human Force 

Usable 

toman Force 

Usable 

ORGflCLPUl 



mm 

Level Requirement 

16 

ferity 

4* 

Attar* Power 

121-171 

Attack Accuracy 

194 

Range[m} 

3 

Human Hunter 

Usable 

toman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

toman Force 

N/A 

0RG9RES a 


(CATEGORY 

VALUE 1 

Level Requirement 

32 

Rarity 

6 ★ 

Attack Power 

194-243 

Attack Accuracy 

258 

Range(m) 

3 

Human Hunter 

Usable 

toman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

HDD BITE 4 

0- 


Levef Requirement 

54 

Rarity 

7 * 

Attack Power 

293 - 366 

Ate* Accuracy 

287 

Range (m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Hum&i Farce 

N/A 

Newman Force 

N/A 


IIT 1 11 liMffFT^W 

Level Requirement 

5 

Rarity 

3 ★ 

Attack Fewer 

74-92 

Attack Accuracy 

156 

Hange(m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Liable 

CAST Hunter 

LMrfe 

Human Ftanp 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

UflLlT 

4 ? 

1 CATEGORY 

VALUE | 

Level Requirement 

20 

Rarity 

5* 

Attack Power 

62 -141 

Attack Accuracy 

242 

fengefm) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Farce 

Usable 

Newman Force 

Usable 

PHIITH 


1 CATEGORY 

VALUE I 

Level Requirement 

36 

Rarity 

6* 

Attack Power 

206 - 257 

Attack Accuracy 

264 

Range (rn) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

4 

Mil J 


CATEGORY 

VALUE 1 

Level Requirement 

80 

Rarity 

7 * 

Attack Power 

324-386 

Attack Accuracy 

309 

Range {m) 

3 

HOman Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

toman Force 

N/A 


mm 

M 

■ category 

VALUE 

Level Requirement 5 

Rarity 

3* 

Attack Power 

78-97 

.Attack Accuracy 

100 

Range (m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

FILfllilE 

df 

_ i _ 

1 CATEGORY 

VALUE 

Level Requirement 

24 

Rarity 

5* 

Attack Power 

153-191 

Attack Accuracy 

230 

Range(m) 

3 

Human Hunter 

Usable 

Newman Hunler 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usabte 

Human Force 

N/A 

Newman Force 

N/A 

PH! HU 

y 

CATEGORY 

I VALUE 

Levet Requirement 

40 

Rarity 

6* 

Attack Power 

209-236 

Attack Accuracy 

278 

Range(m) 

3 

Human Hunter 

Usable 

Neman Hunter 

Usable 

CAST Hunler 

Usable 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usabte 

Newman Force 

Usable 



SHIELD < 

m 

Rati BOGGLE 

w 

min 

■ category 

| VALUE J 

Level Requirement 

1 

Level Requirement 

2 

Rarity 

i * 

ferity 

2* 

Attack Power 

19-24 

Attack Power 

32-40 

Attack Accuracy 

103 

Attack Accuracy 

140 

Range(m) 

2 

Range{m) 

2 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usabte 

CAST Hunter 

Usabte 

Hunan Ranger 

N/A 

Human Ranger 

N/A 

CASTRanp 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

Newman Force 

Usable 

JUDE USE 


notiiE SHIELD 


I CATEGORY 

1 VALUE I 

■ CATEGORY 

i VALUE jj 

Level Requirement 

S 

Level Requirement 

12 

Rarity 

3* 

Rarity 

4* 

Attack Power 

61-82 

AIM Power 

60-75 

Attack Accuracy 

169 

Attack Accuracy 

200 

Range (m) 

2 

Range(m) 

2 

Human Hunter 

Usable 

Human Hunler 

Usable 

toman Hunter 

Usabte 

Newman Hunter 

Usabte 

CASTHunter 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Human Force 

UsablB 

Newman Force 

N/A 

Newman Farce 

N/A 

A 


& 

EM f, 

LiElIU 511 

j 

mBin 

M CATEGORY 

1 VALUE 

Level Requirement 

20 

Level Requirement 

28 

ferity 

5* 

Rarity 

5* 

Attack Power 

94-117 

AM Power 

100-120 

Attack Accuracy 

253 

AM Accuracy 

266 

Range (m) 

2 

Range(m) 

2 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

Newman Hunler 

Usable 

CAST Hunter 

Usabte 

CAST Hunter 

Usable 

Human Ranger 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

CAST Ranger 

Usable 

Hisnan Force 

N/A 

Human FDttte 

N/A 

Newman Force 

Usable 

Newman Force 

N/A 

A k 

CHS1IRUL5E & 

BCEGDUM 

§ 

■ category 

VALUE j 


Level Requirement 

36 

Level Requirement 

34 

Rarity 

6* 

Rarity 

6 * 

Attack Power 

120-150 

AM Power 

126-158 

Attack Accuracy 

280 

Attack Accuracy 

291 

Range (m) 

2 

Range (-m) 

2 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunler 

Usabte 

Human Ranp 

m 

Human Ranger 

N/A 

CAST Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

toman Force 

Usable 


HELIOD DORR ^ 

I CATEGORY 

VALUE ; 

Level Requirement 

2 

ferity 

2* 

Attack Power 

56-71 

Attack Acouracy 

135 

Range (m) 

2 

Human Hunter 

Usabte 

Newman Hunter 

Usabte 

CAST Hunter 

UsaWe 

Human fenger 

N/A 

CASTRanp 

N/A 

Human Force 

Usabte 

Newman Force 

N/A 



Level Requirement 

12 

Rarity 

4* 

Attack Power 

81-98 

Attack Accuracy 

238 

Range(m) 

2 

Human Hunter 

Usable 

Newman Winter 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

Usable 

CASTRanp 

Usable 

Human force 

Usabte 

Newman Force 

Usable 


Tmmiii it j 

k 

CLEi BURGLE 

HP 



■ CATEGORY 

\VALUE 

Level Requirement 

6 

Level Requirement 

5 

Rarity 

3* 

Rarity 

3* 

AM Power 

42-52 

AM Power 

4B-6G 

Attack Accuracy 

165 

Attack Accuracy 

176 

Range(m) 

2 

Range(m) 

2 

Human Hunter 

Usable 

Hunan Hunler 

Usable 

Newman Hunter 

Usabte 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CASTHunter 

Usabte 

Human Ranp 

Usable 

Human Ranger 

N/A 

CASTRanp 

Usabte 

CAST Ranger 

N/A 

Human Force 

Usable 

Human Force 

N/A 

Newman Force 

Usable 

Newman Force 

Usable 

mmH 

l 

SELIllfl'S SHIELD 



■ CATEGORY 

j VALUE 

Level Requirement 

24 

Level Requirement 

20 

Rarity 

4* 

Rarity 

5 * 

Attack Power 

89-151 

AIM Power 

89-123 

Attack Accuracy 

243 

Attack Accuracy 

241 

Range (m) 

2 

Range(m) 

2 

Human Hunter 

Usable 

Huron Hunter 

Usable 

Newman Hunter 

Usabte 

Newman Hunler 

Usabte 

CASTHunter 

Usable 

CASTHunter 

Usable 

Human Ranp 

N/A 

Human Ranp 

Usable 

CASTRanp 

N/A 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Newman Force 

N/A 

Newman Force 

Usabte 


SEMffll 

LeryeS Requirement 40 


1L 


Rarity 6 * 

Attack Power 110-138 

Attack Accuracy 272 

Range(m) 2 

Human Hunter Usable 

Newman Hunter Usable 


CAST Hunter Osabte 


Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Neman Force Usable 



Level Requirement 

32 

Rarity 

6* 

AtM Power 

114-142 

Attack Accuracy 

276 

Range[m} 

2 

Huron Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usabte 

Human Ranger 

N/A 

CASTRanp 

N/A 

Human Force 

Usable 

Newman Force 

N/A 


mm ffo 


CATEGORY 

VALUE 

Level Requirement 

44 

Rarity 

6* 

AM Power 

134-167 

Attack Accuracy 

298 

Range(m) 

2 

Huron Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usabte 

Human Ranp 

N/A 

CAST Ranger 

Usabte 

Human Force 

N/A 

Newman Force 

N/A 


SCUZSIL / 


CATEGORY 

VALUE 

Level Requirement 

42 

Rarity 

6* 

Attack Power 

143-163 

Attack Accuracy 

3m 

Range (m) 

2 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usabte 

Human Ranger 

N/A 

CASTRanp 

Usable 

Human Force 

N/A 

Newman Force 

N/A 





































































































IS 


EULDFIEL9 ' 


Levefl Requirement 54 

Rarity 7 ★ 

Attack Power 153-225 

Attack Accuracy 316 

Rangefm) 2 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force Usable 

Newman Force N/A 


_ SfliliM 


/ 


CATEGORY VALUE 


Level Requifiemenl 
Rarity 

Attack Power 
Attack Accuracy 
Range(m) 


Level Requirement 18 

Barfly 4 * 

Attack Power 100-143 
Attack Accuracy 172 

Range (m) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Force N/A 

REIS Bonus/ 


CATEGORY VALUE 


Level Requirement 24 

Rarity 5 * 

Attack Power 106 

Attack Accuracy 201 

Range (m) 3 

Human Hunter N/A 

Newman Hunter Usat 

CAST Hunter N/A 

Human Ranger ■ N/A 
CAST Ranger N/A 

Human Force N/A 

Newman Force Usat 


Level Requirement 80 
Rarity 7* 

Attack Power 180-225 

Attack Accuracy 316 

Range(m) 2 

Human Hunter Usable 

Newman Hnntef Usable 

CAST Hunter Usable 

Human Ranger Usabte 

CAST Ranger Usable 

Hunan Force Usabte 

Newman Force Usable 


CATEGORY VALUE 


Level Requirement 65 


Rarity 

Attack Power 
Attack Accuracy 
Rangefm) 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


7* 

198-248 

344 

2 

N/A 

N/A 

Usable 

N/A 

Usable 

N/A 

N/A 


/ 


CATEGORY VALUE 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range(m) 


DOUBLE BIDE / 

QsaiB 

Level Requirement 5 


DOUBLE EDGE 


Rarity 


3* 


Attack Power 74-105 
Attack Accuracy 138 

Range (m) 3 


Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

N/A 

Newman Hunter 

Usable 

Newman Hunter 

Usabte 

CAST Hunter 

N/A 

CAST Hunter 

Usable 

CAST Hunter 

Usabte 

Human Ranger 

N/A 

Human Ranger 

Usabte 

Human Ranger 

N/A 

CAST Ranger 

N/A 

CAST Range? 

Usabte 

CAST Ranger 

N/A 

Human,Force 

N/A 

Human Force 

Usable 

Human Force 

N/A 

Newman Force 

Usabte 

Newnwi Farce 

Usable 

Newman Force 

N/A 

BSHtllEBS 

✓ 

M 

DOUBLE MIG, 

/ 

DOUBLE SUB 

j0 

giczsgm 

EfiSittEm 

bmAnnittl 




Level Requirement 12 

Rarity 4# 

Attack Power 103-147 
Attack Accuracy 165 

Range fm) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Hunan Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Farce N/A 




DOUBLE SPEDII 


Level Requirement 12 

Rarity 4 * 

Attack Power 109-156 

Attack Axuracy 139 

Range(m) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Force N/A 


El LIT 


CATEGORY VALUE 


Level Requirement 
Rarity 

Altaic Power 
Altaic Accuracy 
Range (m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Farce 



Level Requirement 24 

Rarity 5 ★ 

Attack Powder 144-206 

Attack Accuracy 199 

Range(m) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Force N/A 


mimmmmtrm 

Level Requirement 

5 

Rarity 

3* 

Attack Power 

78-111 

Attack Accuracy 

116 

Rangefm) 

3 

Human Hunter 

Usabte 

Newman Hunter 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

DflPPEL SEUJBE, 

z 

CATEGORY 

[ VALUE 

Level Requirement 

14 

Rarity 

4* 

Attack Power 

112-183 

Attack Accuracy 

135 

Range(m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

IEDL0IE j 

Z 

CATEGORY 

VALUE 

Level Requirement 

22 

Rarity 

5* 

Attack Power 

153-218 

Mack Accuracy 

166 

Rangefm) 

3 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

m 

Human Force 

N/A 

Newan Force 

N/A 


BOili RDPIEG 

JL 

CATEGORY 

VALUE 

Level Requirement 

12 

Rarity 

4 * 

Attack Power 

97-139 

Attack Accuracy 

140 

Rangefm) 

3 

Human Hunter 

Usable 

Newman Hunter 

11 * 

CAST Hunter 

Usabte 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

SEEM / 



Level Requirement 

15 

Rarrly 

4* 

Attack Power 

115-164 

Attack Accuracy 

162 

Range (m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usabte 


nil BUD 

IW! 


Level Recjuirement 28 
Rarity 5 ★ 

Attack Power 160-229 

Attack Accuracy 194 

Range fm) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usabte 

CAST Ranger Usable 

Human Force Usabte 

Newman Farce Usabte 


40 


tima 


V 


null 


Level Requirement 32 

Rarity 6 * 

Attack Power 184 - 263 

Attack Accuracy 194 

Range (m) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger N/A 

Human Force N/A 

Newman Force N/A 


Rarity 


Rangefm) 


CATEGORY 


Levd Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


1 

1 ★ 

19-27 

70 

12 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 


mmm S 


CATEGORY 


Level Requirement 
Rarity 

Altek Power 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman Hunter 
CASTHunter 
Human Ranger 
CAST Ranger 
Human Farce 
Newman Force 


5 

3 * 

33-63 

116 

12 

Usable 

Usable 

Usabte 

Usable 

Usable 

Usable 

Usable 


tl 


Level Requirement 
Rarity 

Attack Rower 
Attack Accuracy 
Range fm) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
OAST Ranger 
Human Force 
Newman Face 


36 

6* 

195-279 

229 

3 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 


CBHSSCII18E. 


CATEGORY 


Range(m) 


w boilus X mm x 


VALUE 

HCATEGORY 

|VALUE 

CATEGORY 

42 

be\tel Requirement 

54 

Level Requirement 

6 * 

Rarity 

7* 

Rarity 

211-302 

Aback Power 

200-387 

Attack Power 

186 

Attack Accuracy 

235 

Attack Accurst 

3 

Range(m) 

3 

Range (m.) 

Usable 

Human Hunter 

N/A 

Human Hunter 

Usabte 

Newman Hunter 

Usable 

Newman Hmter 

Usabte 

CAST Hunter 

N/A 

■CAST Hunter 

N/A 

Human Ranger 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

CAST Ranger 

N/A 

Human Farce 

N/A 

Human Force 

N/A 

Newman Force 

Usabte 

Newman Force 


50 

7* 

249 - 355 

213 

3 

Usable 

Usable 

Usable 

N/A 

N/A 

N/A 

N/A 


✓ 

1GGEDLD1E 

J 

ELI DOUBLES 



U CATEGORY 

| VALUE 


63 

Lad Requirement 54 

Level Requirement 

58 

7* 

Rarity 

7* 

Rarity 

7 * 

256 - 366 

Am Power 

278 - 397 

Attack Power 

293 - 418 

261 

Attack Accuracy 

210 

Attack Accuracy 

245 

3 

Range(m) 

3 

Rangefm) 

3 

Usable 

Human Hunter 

Usable 

Human Hunter 

Usabte 

Usabte 

Newman Hubter 

Usabte 

Newman Hunter 

Usabte 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

N/A 

Human Ranger 

N/A 

Human Ranger 

Usable 

N/A 

CAST Ranger 

N/A 

CAST Ranger 

Usabte 

N/A 

Human Farce 

N/A 

Human Force 

Usable 

N/A 

Newman Force 

N/A 

Newman Farce 

Usable 




CATEGORY 


Level Requirement 
Ferity 

Attack Fewer 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


1 

1 * 

20-29 

72 

12 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 


CATEGORY 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


1 

1 * 

22-31 

74 

12 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 


CATEGORY 


Level Requirement 1 
Rarity 2 * 

Attack Power 27 - 33 

Attack Accuracy 88 

Range(m) 10 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usabte 

CAST Ranger Usable 

Human Force Usable 

Newman Force Usable 


CATEGORY 


Level Requirement 2 
Rarity 2 * 

Attack Power 29-41 

Attack Accuracy 89 

Range (m) 12 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Hunan Force Usable 

Newman Fores Usable 


DEB PISTOL % 


IMPULSE S 


REBUS 


\ DELM1DER % 


CATEGORY 


Level Requirement 
Rarity 

Attack Power 
ATM Accuracy 
Range(m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


5 

3* 

46-66 

114 

12 

Usable 

Usable 

Usabte 

Usable 

Usable 

Usable 

Usabte 


CATEGORY 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Rangefm) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Hunan Ranger 
CAST Ranger 
Human Force 
Newman Force 


5 

3* 

49-70 

117 

12 

Usable 

Usable 

Usable 

Usable 

Usabte 

Usable 

Usable 


b 

Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Rangefm) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Hunan Ranger 
CAST Ranger 
Human Force 
Newman Force 


12 

4* 

60-85 

133 

12 

Usahle 

Usabte 

Usable 

Usable 

Usable 

Usabte 

Usable 


CATEGORY 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range(m) 

Human Hunter ' 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Farce 
Newman Force 


12 

4* 

64-91 

137 

12 

Uksbte 

Usable 

Usable 

Usable 

Usable 

Usabte 

Usabte 


41 

























































































HIDNU 

> 

CATEGORY 

VALUE 

Level Requirement 

14 

Rarily 

4# 

Aback Power 

73-104 

Aback Accuracy 

142 

Range (m) 

12 

Huron Hunter , 

Usable 

Newman Hunter 

Usable 

OAST HunteJ 

Usable 

Human Ranger 

Usable 

CAST Ranger 

IMite 

Human Ffflce 

Usable 

Newman Force 

Usable 


KLE10LQ 


■ CATEGORY 

iVALUE 1 

Led Requirement 

36 

Rarity 

6* 

Attack Power 

121-173 

AIM Accuracy 

189 

Range(m) 

12 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usafofe 

Hum 

\ 

| CATEGORY 

1 VALUE 1 

Level Requirement 

64 

Rarity 

7 ★ 

Aback Power 

193-283 

Attack Accuracy 

224 

Range(m) 

12 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

M/A 



mm 



Level Requirement 1 

Rarity i * 


Mack Power 24-3^1 

AHack Accuracy 73 

Range (m) 16 * 

Human Hunter M/A 

Newman Hunter N/A 

CAST Hunter M/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Feres N/A 

Newman Force M/A 


LIMOfl Gim 


BLOWH SHDUIER 





Led Requirement 

24 

Level Requirement 

24 

Rarity 

5 * 

Rarity 

5* 

Attack Powder 

69-132 

Aback Power 

61-115 

AIM Accuracy 

166 

Attack Accuracy 

158 

Range fm) 

12 

Range (m) ■ 

10 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Race 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 

HIO missiRi 

Y 

until 

** 


■ CATEGORY 

1 VALUE 1 

Level Requirement 

38 

Level Requirement 

54 

Rarity 

6 ★ 

Rarity 

7* 

Aback Power 

134-191 

AIM Power 

130-241 

Attack Accuracy 

196 

Attack Accuracy 

210 

Range(m) 

14 

Range fm) 

12 

Human Hunter 

Usable 

Human Hunter 

UsabJe 

Newman Hunler 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

UsaMe 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 


mm 

s 

EMEU 1 

* 

| CATEGORY 

VALUE jl 

■ CATEGORY 

1 VALUE H 

Level Requirement 

20 

Level Requirement 

24 

Rarity 

5* 

Rarity 

5 * 

AIM Power 

63-137 

Aback Power 

96-137 

Aback Accuracy 

160 

Attack Accuracy 

168 

Range fm) 

12 

Range(m) 

12 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

m 

CAST Hunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 

BOIJCE DULSE 

* 

n-rniHLi 1 

fc 

l^riil:«F7TT« 


lux 

Level Requirement 

54 

Level Requirement 

60 

Rarily 

7* 

Rarity 

7* 

Attack Power 

174-249 

Attack Power 

186-265 

AM Accuracy 

213 

Attack Accuracy 

216 

Range fm} 

12 

Range (m) 

12 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Lteabfe 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

tkrman Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

UsabJe 

Newman Force 

Usable 

Newman Force 

Usable 


ZEAD RIFLE 


Level Requirement 
Rarity 

Aback Power 
Attack Accuracy 
Range (m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 



70 

7 * 


269-342 

235 

12 

M/A 

N/A 

N/A 

Usable 

Usable 

N/A 

m 



EIQ RIFLE ***** 

ESHllIiliQHEZMiH 

Level Requirement 2 

Rarily 2 ★ 

Aback Power 38-54 

Attack tauracy 96 

Range (m) 16 

Human Hunter M/A 

Newman Hunter N/A 

CAST Hunter Usable 

Human Ranger Usabfe 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


MSMOT *0* 

EMaicnEai 

Level Requirement 2 


Rarily 2* 

Attack Power 41-56 

Aback Accuracy 99 

Rangefm) 16 

Human Hunter N/A 

Neman Hunter M/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Force M/A 

Newman Force N/A 


(HU 



Level Requirement 5 

Rarity 3 * 


Attack Power 39 - 84 
Attack Accuracy 122 

Range (m} 16 

Human Hunter N/A 

Neman Hunter M/A 

CAST Hunter Usable 

Human Ranger N/A 

CAST Ranger Usable 

Human Force M/A 

Newman Force N/A 


CIDfllE CflRfllflE “—<■ 

LUrlMnSI 

Level Requirement 5 

Rarity 3 * 

Attack Power 53-76 

AIM Accuracy 117 

Range fm) 16 - 

Human Hunter N/A 

Newron Hunter M/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger liable 

Human Force M/A 

Newman Force M/A 


42 


UESE SfLMID*^ 


laUjd.kL'MI'JJTM 

Level Requirement 

4 

Rarity 

3 ★ 

Attack Power 

59-79 

Attack Accuracy 

125 

Bargain) 

16 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

m 

Newman Force 

N/A 

G1LHE! 



Led Requirement 

24 

Rarity 

5* 

Aback Power 

33-165 

Attack Accuracy 

176 

Range (m) 

16 

Huron Hunter 

M/A 

Newman Hunter 

m 

CAST Hunter 

Usable 

Hu™ Parser 

N/A 

CAST Finger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

HEIltlL 


1 CATEGORY 

VALUE | 

Level Requirement 

24 

Rarity 

5* 

Attack Power 

126-184 

Aback Accuracy 

180 

Range (m) 

16 

Human Hunter 

N/A 

Newman HuntEr 

N/A 

CAST Hunter 

N/A 

Huron Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

OBILIME ^ 

Nr 

V _ 


IBfl 

Level Requirem^it 36 

Rarity 

6* 

Attack Power 

162-231 

Aback Accuracy 

205 

Range fm) 

16 

Human Hunter 

N/A 

Newman Hunter 

M/A 

CAST Hunter 

N/A 

Huron Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Foroe 

N/A 


CLEMT ^ 


1 CATEGORY 

VALUE 0 

Level Requirement 

5 

Rarity 

3 * 

Aback Power 

61-87 

Aback Accuracy 

124 

Range 

16 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Finger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

mmm 

-r 

1 CATEGORY 

j VALUE ! 

Level Requirement 

26 

Rarity 

5* 

Aback Power 

166-143 

Attack Accuracy 

190 

Range (m) 

16 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usahle 

Human Force 

N/A 

Newman Force 

M/A 

mm 

-m* 

■ category 

VALUE I 

Level Requirement 

38 

Rarily 

6* 

Aback Power 

135-193 

Attack Accuracy 

2D7 

Range(m) 

18 

Human Hunter 

M/A 

Newman Hunter 

M/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

M/A 

Newman Farce 

M/A 

GLNCN MBS 

+0* 

| CATEGORY 

VALUE 

Level Requirement 

42 

Rarity 

6 * 

AtM Power 

167-238 

Attack Accuracy 

197 

Rangefm) 

16 

Human Huntef 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Huron Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Foroe 

Usable 



Level Requirement 

12 

Rarity 

4* 

Aback Power 

74-106 

Aback Accuracy 

141 

Range (m) 

16 

Human Hunter 

M/A 

Newman Hunter 

M/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Huron Force 

N/A 

Newman Force 

M/A 

mm 


1 CATEGORY 

\ VALUE J 

Level Requirement 

20 

Rarity 

5 * 

AIM Power 

112-160 

Attack Accuracy 

173 

Range(m) 

16 

Human Hunter 

N/A 

Newron Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

M/A 

Newman Farce 

M/A 

EtIFIELD ^ 


■ category 

| VALUE 1 

Level Requirement 

32 

Rarity 

6 * 

Attack Power 

141-201 

Attack Accuracy 

194 

Range(m) 

16 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

M/A 

Human Ranger 

UsabJe 

CAST Hang# 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

USE MERER 



Level Requirement 

40 

Rarity 

6* 

Attack Power 

181-226 

Attack Accuracy 

207 

Range fm) 

16 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

M/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Foroe 

N/A 


DEB RIFLE ***** 

ini CM! 


nnntTircr^urcTTfis 

■ CATEGORY 

\VALUE 1 

Level Requirement 

12 

Level Requirement 

14 

Rarity 

4* 

Rarity 

4* 

Attack Power 

80-114 

Attack Power 

81-102 

Attack Accuracy 

144 

Attack Accuracy 

150 

Range (m) 

16 

Rangefm) 

18 

Hunan Hunter 

N/A 

Human Hunter 

N/A 

Newman Hunter 

N/A 

Newman Hunter 

M/A 

CAST Hunter 

Usable 

CAST Hunter 

M/A 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

M/A 

Human Force 

N/A 

Newman Force 

M/A 

Newman Force 

M/A 

GEIIDE X? 

MBS SHIRT - 


| CATEGORY 

VALUE E 

■ CATEGORY 

\ VALUE 1 

Level Requirement 

24 

Level Requiremenl 

26 

Rarity 

5* 

Rarity 

5* 

Attack Power 

120-171 

Attack Power 

126-184 

Aback Accuracy 

176 

AbaekAccuracy 

171 

Range (m) 

16 

Range (m) 

16 

Human Hunter 

N/A 

Human Hunter 

N/A 

Newman Hunter 

N/A 

Newman HunteT 

M/A 

CAST Hunter 

M/A 

CAST Hunter 

N/A 

Human Ranp 

Usable 

Huron Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

M/A 

Human Force 

N/A 

Newman Force 

N/A 

Newman Force 

M/A 

mill trail* 

—- 

uisminoiDU ns -— 

RTTJTTrTTMriTITM 

■ CATEGORY 

VALUE 

Level Requirement 

40 

Level Requirement 

46 

Rarity 

6* 

Rarity 

6* 

Aback Power 

146-200 

Aback Power 

152-251 

AM Accuracy 

242 

Attack Accuracy 

187 

Rangefm) 

20 

Rangefm) 

18 

Human Hunter 

N/A 

Human Hunter 

N/A 

Newman Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

Usabte 

CAST Hunter 

N/A 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Human Force 

N/A 

Newman Foroe 

N/A 

Newman Force 

M/A 

GIRLDTID Hi 


Ml 



mmmwsm 

Level Requirement 

54 

Level Requirement 

64 

Rarity 

7* 

Rarily 

7* 

Attack Power 

156-301 

Attack Power 

163-271 

Aback Accuracy 

222 

Attack Accur&y 

248 

Range (m) 

16 

Range fm) 

18 

Human Hunter 

M/A 

Human Hunter 

N/A 

Newman Hunter 

N/A 

Newman Hunter 

M/A 

CAST Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

Hurmn Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Human Force 

N/A 

Newman Force 

N/A 

Newman Force 

M/A 























































































L0IIQTEI1 ■ 


Midi* 


IBEIIUII 


mm 

f 

| CATEGORY 

| VALUE ; 

H| CATEGORY 

VALUE 

Wm CATEGORY 

1 VALUE 


BPrriir 

Level Requirement 

54 

Level Requirement 

90 

Level Requirement 

80 

Level Requirement 

■ BrnoBii 

2 

Rarity 

7* 

Fterity 

7* 

Rarity 

7* 

Rarity 

2 * 

Attack Power 

204-291 

AM Power 

212-342 

Attack Power 

216-309 

Attack Power 

25-45 

Attack Accuracy 

219 

Attack Accuracy 

233 

AM Accuracy 

267 

Aback Accuracy 

86 

Range(m) 

16 

Range(m) 

IS 

Range (m) 

22 

Ranged) 

3 

Human Huntef 

N/A 

Human Bunk 

N/A 

Human Hunter 

N/A 

Human Hunter 

Usable 

Newman Hunter 

N/A 

Newman Hunter 

N/A 

Newman Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

CASTHunter 

N/A 

CASTHunter 

Usable 

CAST Hunter 

N/A 

HUmao Ranger 

Usable 

Human Range? 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Human Force 

N/A 

Human Force 

N/A 

Human Force 

N/A 

Newman Force 

m 

Newman Force 

N/A 

Newman Force 

N/A 

Newman Force 

N/A 







Led Requirement 5 

Rarity 3 ★ 

Attack Power 27-94 
AtJack Accuracy 112 

Range (m) 3 

Human Hunter Usable 

Newman Hunter N/A 

CAST Hunter WA 

Hufnan Ranger Usable 

CASTflanger M/A 

Human Force Usable 

Newman Force N/A 


Led Requirement 12 

Rarity 4 * 

Attack Power 57-100 
Attack Acairacy 132 

Range (m) 3 

HurFWi Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

Nevrman F-nnce N/A 


bldde cgjinon 


nmmmS 


CATEGORY VALUE 


Level Requirement 4 
Rarity 3 * 

Attack Power 37-64 

Attack Accuracy 96 

Range (m) 3 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Farce Usabte 

Newman Force Usable 



Level Requirement 12 

Rarity 4 * 

Attack Power 62-107 

Attack Accuracy 136 

Range (m) 3 

Human Hunter N/A 

Newman Hunter Usable 

CAST Hunter N/A 

Human R&iger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


1 GL« 


/ 



Ml 


CATEGORY VALUE 


Led Requirement 5 
Rarity 3 * 

Attack Power 39-67 

Attack Accuracy 107 

Range(m) 3 

Human Hunter Usable 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Forrs N/A 

Newman Force N/A 


Level Requirement 24 

Rarity 5 * 

Attack Power 55-156 

Aback Accuracy 161 

Range(m) 3 

Human Hunter Usable 

Newman Hunter WA 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger N/A 

Human Force Usable 

Newman Force N/A 


ra 


X 




imm 

■ category 

value 

CATEGORY 

I VALUE 

Level Requirement 

20 

Level Requirement 

32 

Level Requirement 

36 

Rarity 

5 ★ 

Rarity 

6 * 

Rarity 

6 * 

Aback Power 

91-160 

Attack Power 

102-177 

Aback Power 

116-203 

AM Accuracy 

138 

AM Accuracy 

176 

Aback Accuracy 

187 

Range fm) 

3 

Range[m) 

3 

Range(m) 

3 

Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

N/A 

Newman Hunter 

Usable 

Newman Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CASTHunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usable 

Human Ranger 

Usable 

Himtan Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

N/A 

Human Farce 

N/A 

Newman Force 

Usable 

Newman Force 

N/A 

Newman Force 

N/A 


Lewi Requirement 5 
Rarity 3 * 

AIM Power 44-77 

AIM Accuracy 113 

Range(m) 3 

Human Huntef N/A 

Newman Hunter Usabte 

CAST Hunter N/A 

Human Ranger Usable 

CAST Fkiger Usable 

Human Force N/A 

Newman Force N/A 




Level Requirement 20 

Rarity 5 * 

AM Power 75-131 

Attack Accuracy 155 

Range (m) 3 

HL^nan Hunter Usabte 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 

WftWkjf 

Level Requirement 40 

Rarity 6 * 

Attack Power 144-170 

AM Accuracy 159 

Range(m) 3 

Human Hunter Usable 

Newman Hunter Usabte 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Newman Force Usable 


■ CATEGORY 

1 VALUE 

Led Requirement 

2 

Rarity 

2 * 

Aback Power 

27-48 

Attack Accuracy 

aa 

Flange (m) 

3 

Human Hunter 

N/A 

Newman Hunter 

m a 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N7A 

some IflSEB 

QBIBi 

Level Requirement 

16 

Rarity 

4* 

AM Power 

54-110 

Attack Accuracy 

134 

Range (m) 

3 

Human Huntef 

N/A 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

URIOLET , 

X 


Level Requirement 

24 

Ferity 

5* 

AM Power 

81-141 

Attack Accuracy 

159 

Rangefm) 

3 

Human Huntef 

N/A 

Newman Hunter 

N/A 

CASTHunter 

Usabte 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

EIMOR MEDfl 

X 


Level Requirement 

54 

Rarity 

7* 

AM Power 

105 - 265 

AM Accuracy 

2 C0 

Range(m) 

3 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

N/A 


44 



CATEGORY VALU 


Level Requirement 


7* 

223 - 283 

213 

3 

N/A 

m 

m 

Usable 

Usable 

N/A 

N/A 


AM Power 
Attack Accuracy 
Range {m} 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human force 
Newman Force 


Led Requirement 54 

Rarity 7 * 

Attack Power 147- 256 
Attack Accuracy 201 

Range (mj 3 

Human Hunter N/A 

Newman Hunier N/A 

CAST Hunter Usable 

Human Ranger Usable 

CASTflanger Usable 

Human Force N/A 

Newman Force N/A 


Level Ftequinemebl 50 

Rarity 7 * 

AM Power 157-274 

Attack Accuracy 206 

Range(m) 3 

Human Hunter N/A 

Newman Hunier Usable 

CAST Hunter N/A 

Human Ranger Usabte 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 



Level Requirement 

1 

Rarity 

1 * 

Attack Fewer 

18-22 

AM. Accuracy 

61 

Range (m) 

10 

Human Hunter 

Usable 

Newran Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

N/A 

1IME5' 

X® 1 j'jtj 

1 CATEGORY 

VALUE 

Level Reqfuiremefit 

5 

Rarity 

3* 

Attack Power 

34-43 

Aback Accuracy 

94 

Range(m} 

10 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

N/A 


tlllHETdP^ 

imBi 


Led Requirement 2 
Rarity 2 * 

Aback Power 22-27 

Attack Accuracy 70 

Range (m) 10 

Human Hunter Usable 

Newman Huntef Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Newman Force Usable 


DEI TUIIS 


Level Requirement 5 

Rarity 3 * 

AM Power 37-46 

Attack Accuracy 96 

Range{m) 10 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Neman Force N/A 


VALUE 


CATEGORY 


Tim as w %: 


CATEGORY 

VALUE 

Level Requirement. 

2 

Rarity 

2 * 

Attack Power 

24-30 

AM Accuracy 

77 

Range(m) 

10 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CASTHunter 

Usable 

Human Rang® 

Usable 

CAST Ranger 

Usabte 

Human Force 

Usable 

Newman Fores 

N/A 


Tin musinn 


[ft i THillF 1 ™™* 

Led Requirement 

12 

Rarity 

4 * 

Attack Power 

46-57 

AM Accuracy 

105 

flange (m} 

10 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Hanger 

Usable 

CAST Ranger 

Usable 

Human Farce 

Usable 

Newman Force 

Usable 


CUE FIRE i 

If 

SOSiaiBIMS^* 

1 CATEGORY 

1 VALUE 

■ CATEGORY 

VALUE 

Level Requirement 

2 

Led Requirement 

6 

Rarity 

2 * 

Rarity 

3* 

Attack Power 

26-33 

Attack Power 

11 “50 

Attack Accuracy 

79 

Attack Accuracy 

87 

Range(m) 

10 

Range(m) 

10 

Human Huntef 

Usabte 

Human Hunter 

IMtte 

Newman Hunter 

N/A 

Newman Huntef 

Usabte 

CAST Hunier 

N/A 

CASTHunter 

Usable 

Human Ranger 

Usdbte 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

(Mite 

Human Force 

Usable 

Human Farce 

Usable 

Newman Force 

N/A 

Newman Force 

Usable 

CHE MS 

rss&t. 

BERlilPfr 

1 CATEGORY 

VALUE 

mm CATEGORY 

1 VALUE 

Level Requirement 

12 

Level Requirement 

12 

Rarity 

4 * 

Rarity 

4 ★ 

AM Power 

48-60 

AM Power 

54-68 

Attack Accuracy 

113 

Attack Accuracy 

119 

Range(m) 

10 

Range(m) 

'j 

Human Hunter 

N/A 

Human Hunter 

Usable 

Newman Hunter 

N/A 

Newman Huntef 

N/A 

CASTHunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CASTflanger 

Usabte 

Human Force 

Usabte 

Human Force 

Usabte 

Newman Force 

N/A 

Newman Force 

N/A 



Level Requirement 

16 

Rarity 

5* 

AM Power 

32-133 

Attack Accuracy 

126 

Range(m) 

10 

Hitman Hunter 

Usable 

Newman Hunier 

Usabte 

CAST Hunter 

Usabte 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

Human Force 

Usabte 

Newman Fwos 

Usabte 


mrjlt 



Level Requirement 

24 

Rarity 

5 * 

AM Power 

72-90 

AM Accuracy 

139 

Range(m) 

10 

Human Hunier 

N/A 

Newman Hunter 

N/A 

CAST Hunk 

Usafale 

Human Ranger 

Usabte 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

N/A 


SOMSSEIT^r 

CATEGORY 

1 VALUE 

Level Requirement 

20 

Rarity 

5* 

AM Power 

77-96 

Attack Arajracy 

142 

Range{m} 

10 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usabte 

CASTflanger 

Usabte 

Human Force 

Usabte 

Newman Force 

N/A 


Till I3IDLETS -38^ 



Level Requirement 

3B 

Rarity 

6 * 

Attack Power 

66-133 

Attack Accuracy 

166 

Range (m} 

10 

Human Hunter 

Usable 

Newman Hunter 

Usaible 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

Human Force 

liable 

Newman Force 

Usabte 


lllllEBULLETTfl"^ 

1..11 LUMHV.PI BH3 


Level Requirement 

36 

Rarity 

6 * 

AM Power 

90-113 

Attack Accuracy 

155 

Range (m] 

10 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usabte 

CAST Ranger 

Usabte 

Human Force 

Usable 

Newman Force 

N/A 


45 
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CATEGORY | VALUE 


CATEGORY |VALUE 


A HUNTER'S ARMAMENT 


cflHion 




Level Requirement 
Rarity 

AHack Power 
Attack Accuracy 
Range [m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Neman Force 


32 

6* 

97-121 

160 

10 

WA 

N/A 

Usable 

Usabte 

Usable 

Usable 

m 


hid issim “=¥jr tuson ms "=% 


m 

7* 

158-193 

191 

12 

N/A 

N/A 

m 

Usable 

Usabte 

N/A 

N/A 


LeveF Ftequirerr^nt 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Human Hunter 
Newman HUnter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


42 

6 * 

110-138 

172 

16 

N/A 

N/A 

N/A 

Usable 

Usable 

N/A 

N/A 


54 

7* 

122-152 

171 

1 G 

N/A 

N/A 

N/A 

Usable 

Usable 

Usable 

N/A 


Attack Accuracy 
Range fm) 
Human Hunter 
Newman Hunter 


CAST Hunter 


Human Ranger 
CAST Ranger 
Human Force 


Newman Force 



Level Requirement 

2 

ferity 

2* 

Attack Power 

48-85 

Attack Accuracy 

99 

Range (m) 

15 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human fenger 

Usable 

CASTfenger 

Usable 

Human Force 

Usabte 

Newman Force 

N/A 


HIM*** 

1 CATEGORY 

VALUE 

Led Requirement 

12 

Rarity 

3* 

Attack Power 

83-146 

Attaft Accuracy 

130 

Range (m) 

15 

Human Hunter 

N/A 

Neman Hunter 

N/A 

CASTHunter 

N/A 

Human fenger 

Usable 

CAST Ranger 

Usable 

Homan Force 

N/A 

Newman Foroe 

N/A 

CUM ROUGE W? 8 

CATEGORY 

1 VALUE 

Level Requirement 

28 

Rarity 

5 ★ 

Attack Power 

233 - 306 

AIM Accuracy 

173 

Range (m) 

15 

Human Hunter 

N/A 

Newman Hunter- 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

Human Frsrce 

N/A 

Newman Faroe 

WA 


mticnns 


CATEGORY 


CATEGORY 


Level Requirement 
Rarity 

Attack Power 
AM Accuracy 
Range[m) 

Human Hunter 
Newman HUnter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Faroe 


mmm — 


1 CATEGORY 

VALUE 

Level Requirement 

2 

Rarity 

2* 

Attack Power 

55-93 

Attack Accuracy 

104 

Range (m) 

15 

Humai Hunter 

m 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usabte 

CAST Ranger 

Usahle 

Human Force 

N/A 

Newman Force 

N/A 


DEO ROCKET 


CATEGORY 

VALUE 

Led Requirement 12 

ferity 

4* 

Attack Power 

109-192 

Attack Accuracy 

152 

Range (m} 

15 

HOman Hunter 

m 

Neman Hunter 

m 

CASTHunter 

N/A 

Human fenger 

Usable 

CAST Ranger 

Usable 

Human Farce 

m 

Newrran Faroe 

N/A 


idiip pipe mi **-* 

CATEGORY 

VALUE 1 

Led Requirement 

30 

Rarity 

6* 

Attack Power 

184 - 325 

AIM Accuracy 

202 

Range (m) 

15 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usabte 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usabte 


pipe mu 


1 CATEGORY 

| VALUE 

Level Requirement 

5 

ferity 

3 ★ 

AM Power 

69-123 

Attack Accuracy 

122 

Range (m) 

15 

Humarr Hunter 

Liable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

Human Farce 

Usable 

Newman Farce 

Usable 


hi ran y* 

| CATEGORY 

VALUE 

Led Requirement 

15 

Rarity 

4* 

Attack Power 

120-212 

Attack Accuracy 

158 

Range (m) 

15 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usabte 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Fores 

Usable 

Newman Force 

Usabte 

■MSI 3 


CATEGORY 

VALUE 

Level Requirement 

32 

Rarity 

6* 

Attack Power 

191-333 

Attack Accuracy 

2® 

Range(m) 

15 

Human Hunter 

Usabte 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CASTfenger 

Usable 

Human Force 

Usable 

Newman Force 

N/A 


Level Requirement 

5 

Rarity 

3* 

Attack Power 

72-128 

AM Accuracy 

124 

Range(m) 

15 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human fenger 

UsM 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Farce 

m 

CBRL GUSTflU 


| CATEGORY 

VALUE 

Level Requirement 

20 

Rarity 

5 + 

Attack Power 

141 -250 

Attack Accuracy 

178 

Range (m) 

15 

Human Hunter 

Usable 

Newman Hunter 

m 

CASTHunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

N/A 

BLUE HUGE 1 


E3IIIESME3EM 

Level Requirement 

36 

Rarity 

6 * 

AM Power 

206-363 

AM Accuracy 

210 

Range(m) 

15 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 


CATEGORY VALUE 


Level Requirement 
Rarity 

Attack Power 


eh iket 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range(mj 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


5 

3* 

73-137 

127 

15 

N/A 

N/A 

N/A 

Usable 

Usable 

N/A 

N/A 


busier 


Level Requirement 24 


Rarity 

Attack Power 
Attack Accuracy 
Range(m) 
Human Hunter 
Newrran Hooter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


5 it 

162-267 

137 

15 

N/A 

N/A 

N/A 

Usable 

Usable 

N/A 

N/A 


lEtHWnV* 


CATEGORY VALUE 


ferity 

Attack Power 
Attack Accuracy 
Rarcje{m} 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Humsi Farce 
Newman Farce 


6* 

237-400 

218 

15 

N/A 

N/A 

N/A 

Usable 

Usable 

N/A 

N/A 


46 




Level Requirement 5 

Rarity 3 * 

Attack Power 53-75 

Attack Accuracy 139 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST hunter Usable 

Human Ranger Usabte 

CAST Ranger Usable 

Human Force WA 

Newman Pome N/A 


cm ra 


Level Requirement 5 

Rarity 3 * 

Attack Pow 56-80 

Attack Accuracy 143 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


ms [lilt — t** 


Level Requirement 12 

Rarity 4 * 

Attack Power 69-93 

Attack Accuracy 163 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


IELLDIU ICE BEIIIil 


Level Requirement 16 

Rarity 4 * 

Attack Power 80 -120 

Attack Accuracy 179 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


si. 


CATEGORY VALUE 


Level Requirement 20 

Rarity 4 * 

Attack Power 31-116 

Attack Accuracy 186 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


inn 


Level Requirement 26 

ferity 5 * 

Attack Power 92-132 

Attack Accuracy 193 

Range (m) 13 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human fenger Usable 

CASTfenger Usable 

Human Force Usable 

Newman Force Usable 


Gumn 


Level Requirement 32 
Rarity 

Attack Power 
Attack Accuracy 
flange (m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST. Ranger 
Human Force 
Newman Farce 


6 * 

130-185 

225 

13 

N/A 

N/A 

N/A 

Usable 

Usable 

N/A 

N/A 


TTTT 

Level Requirement 34 

Rarity 6 * 

Attack Power 139-199 

Attack Accuracy 231 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter Usable 

Human Rangsr Usabte 

CAST Ranger Usable 

Hunran Force N/A 

Newman Force N/A 


Level Requirement 12 

Rarity 4 ★ 

Attack Power 74-105 

Attack Accuracy 163 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Ltedbte 

Human Force N/A 

Newman Force N/A 


HOLD SflRT 


Level Requirement 20 

Rarity 5* 

Attack Power 96-137 

Attack Accuracy 196 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human fenger Usable 

CASTfenger Usable 

Human Force N/A 

Newman Force N/A 


Level Requirement 36 

Raity 6# 

Attack Power 143-212 

Attack Accuracy 237 

Range(m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Raiiger Usable 

CAST Ranger Usable 

Human Force N/A 

Newman Force N/A 


Level Requirement ^0 

Rarity 6* 

Attack Power 158-226 
Attack Accuracy 244 

Range (m) 13 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger Usable 

CAST Ranger Usabte 

Human Feme N/A 

Newman Force N/A 



Level Requirement 

5 

Rarity 

3* 

AM Power 

49-70 

Attack Accuracy 

136 

Range (m) 

13 

Human Hunter 

N/A 

Newrrwi Hunter 

N/A 

CASTHunter 

N/A 

Human Ranger 

Usabte 

CASTfenger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

PI HID BOHR — 


■ category 

| VALUE 

Level Requirement 

12 

Rarity 

4* 

AM Power 

78-112 

Attack Accuracy 

172 

Range (m) 

13 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CASTHunter 

m 

Human fenger 

Usable 

CAST Rangei 

Usabte 

Human Force 

N/A 

Newman Force 

N/A 

mnn t 

5^ 


Level Requirement 

24 

Rarity 

5* 

Attack Power 

103-147 

Attack Accuracy 

201 

Flange (m) 

13 

Human Hunter 

N/A 

Newman Hunter 

m 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CASTfenger 

Usabte 

Human Force 

N/A 

Newman Force 

N/A 

EMI 

<-r 

Enm i 

Level Requirement 

54 

ferity 

7 * 

Attack Power 

201-287 

Attack Accuracy 

260 

Range(m) 

13 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CASTHunter 

N/A 

Human fenger 

Usable 

CASTfenger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 
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ranis mm 

—** 

CATEGORY 

; VALUE 

Level Requirement 

64 

Rarity 

7* 

AM Power 

228 - 325 

Attack Accuracy 

280 

Range(m) 

14 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 


I» 




CATEGORY VALUE 


Level Ftequirement 1 

Rarity 1 * 

Attack Power 25-49 

Attack Accuracy 64 

Range (m) 4 

Human Hunter M/A 

townan Hunter N/A 

CAST Winter N/A 

Human Ranger N/A 

CAST Ranger N/A 

Human Force Usable 

Newman Force Usable 


m STIFF 


CATEGORY VALUE 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Frwce 


dies 


CATEGORY VALUE 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Human Hunter 
toman Huntea- 
CAST Hunter 
Hurmn Ranger 
CAST Ranger 
Human Fdjoc 
toman Force 


2Q 

5 ★ 

100-256 

159 

4 

Usable 

Usabte 

Usable 

Usable 

Usable 

Usable 

Usable 


/ 


■ category 

1 VALUE 

Level Requirement 

1 

Rarity 

1 * 

Attack Power 

26-52 

Aback Accuracy 

66 

Range (m) 

4 

Hunan Hunter 

N/A 

Newman Hunter 

Usabta 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Faroe 

Usable 

Newman Fume 

Usable 

iETIll DDL 

y 

/ 

■ category 

VALUE 

Level Requirement 

12 

Rarity 

4* 

AM Power 

76-151 

Aback: Accuracy 

133 

Range(m) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Fora 

Usable 

Newman Force 

Usable 

C» SOIL 

A 

| CATEGORY |VALUE j 

Level Requirement 

24 

Rarity 

5* 

Attack Power 

106-249 

AM Accuracy 

144 

Range fm) 

4 

Human Hunter 

Usable 

toman Hunter 

Usable 

CAST Hunter. 

Usable 

Human Range' 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


tUIDSTICH, 


| CATEGORY 

1 VALUE 

Level Requirement 

2 

Rarity 

2* 

Attack Power 

39-78 

AM Accuracy 

85 

Range(m) 

4 

Hunan Hunter 

N/A 

toman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

toman Force 

Usable 

smut 

/' 

1 CATEGORY ' 

|VALUE 

Level Requirement 

12 

Rarity 

4* 

Aback Power 

62-164 

Attack Accuracy 

126 

Range (m) 

4 

Human Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

toman Force 

Usable 

dMHHNIE 

. J 

/ 

CATEGORY 

VALUE , 

Level Requirement 

20 

Rarity 

5 ★ 

Aback Power 

199-217 

Aback Accuracy 

149 

Range(m) 

4 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

Usable 


IMS Bill 


/ 




Level Requirement 

5 

Rarity 

3* 

Aback Power 

51-121 

Attack Accuracy 

105 

Range(m) 

4 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

m 

Human Ranger 

N/A 

CAST Ranger 

m 

Human Force 

Usable 

Newman Force 

Usable 

on siif 



Level Requirement 

12 

Rarity 

4* 

AM Power 

67-174 

Attack Accuracy 

131 

Range fm) 

4 

Human Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

Usable 

SUIOR 


1 CATEGORY ' 

|VALUE } 

Level Requirement 

24 

Rarrty 

5 ★ 

Attack Power 

115-230 

AM Accuracy 

153 

Rangefm) 

4 

Human Hunter 

WA 

toman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Fora 

Usable 

Newman Force 

Usable 


Level Requirement 5 
Rarity 3 * 

Attack Power 56-111 

Attack Accuracy 104 

Range(m) 4 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger HfA 

CAST Ranger N/A 

Human Force Usable 

Newman Force Usable 


intPERMIL ID 


Level Requirement 12 

Rarity 4* 

Attack Power 95-160 

Attack Accuracy 134 

Rangefm) 4 

Human Hunter Us&ita 

Newman Hunter Usbbte 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Newman Force Usable 


he 


CATEGORY VALUE 


Level Requirement 
Rarity 

AM Power 
Attack Accuracy 
Range fm) 

Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


48 




Level Requirement 

36 

.Racily 

6* 

Attack Power 

151-319 

AM Accuracy 

174 

Range (m) 

4 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ftanger 

N/A 

CAST Ranger 

N/A 

Human Force 

Uisabte 

Newman Force 

Usable 



mmm 


Level Requirement 

54 

Rarity 

7* 

Attack Power 

222 - 443 

AM Accuracy 

199 

Range(m) 

4 

Human Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Rang# 

N/A 

Human Force 

Usable 

toman Force 

mums 

Usable 

111 ^ 

1 CATEGORY 

VALUE 

Level Requirement 

1 

Rarity 

1 * 

Altai Power 

27-39 

Attack Accuracy 

81 

Range (m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usawe 

Human Force 

Usable 

Newman Farce 

Usable 

WIDE IPO 

«* 

■ category 

VALUE 

Level Requirement 

5 

Rarity 

3* 

AM Power 

62-89 

Altai Accuracy 

131 

Range (m) 

3 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usbbte 

Human Force 

Usable 

Newman Force 

Usable 


HUMS 


1 CATEGORY 

1 VALUE i 

Level Retirement 

36 

Rarity 

6 ★ 

Attack Power 

164 - 323 

Attack Accuracy 

181 

Range fm) 

4 

Human Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

Usable 

P 

pm ini 

/ _. 

I CATEGORY 

VALUE 

Level Requirement 

90 

Ftarily 

7* 

Attack Power 

357 - 513 

Attack Accuracy 

214 

Range fm) 

4 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

N/A 

OAST Ranger 

N/A 

Hurmn Force 

Usable 

Newman Force 

Usable 


CRESCEni CHS! 

Pi 

CATEGORY 

\ VALUE 

Level Requirement 

36 

Rarity 

6* 

Attack Power 

165-302 

AM Accuracy 

185 

Range(m) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

toman Force 

Usable 


EM 


1 CATEGORY 

VALUE 

Level Requirement 

58 

Rarity 

7* 

Attack Power 

193 - 385 

Attack Accuracy 

201 

Range fm) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


M BISDSTER J\ 


CATEGORY VALUI 


Level Requirement 60 

Rarity 7 * 

Attack Power 203-455 

Attack Accuracy 132 

Range fm) 4 

Human Hunter N/A 

Newman Hunter N/A 

CAST Hunter N/A 

Human Ranger N/A 

CAST Ranger N/A 

Human Force Usable 

Newman Force Usable 



m 

*. * 

eie jP 

Ell El -*• * 

DWELL 



■ category 

1 VALUE 

id CATEGORY 

| VALUE 

9 CATEGORY 

| VALUE >■ 

Level Requirement 1 

Level Requirement 

1 

Level Requirement 

2 

Level Requirement 

5 

Rarity 

1 * 

Rarity 

1 * 

Rarity 

2* 

Rarity 

3* 

AM Power 

29-41 

Attack Power 

31-44 

Attack Power 

43-62 

Attack Power 

60-85 

Attack Accuracy 

83 

Attack Accuracy 

95 

Attack Accuracy 

107 

Attack Accuracy 

128 

Range (m) 

3 

Rangefm) 

3 

Range fm) 

3 

Range(m) 

3 

Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

Usable 

Human Hunter 

Usable 

. Newman Hunter 

Usable 

Newman Hunter 

Usabfe 

Newman Hunter 

Usable 

Newman hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

CASTHunter 

Usable 

Hurmn Ranger 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 

Newman Fora 

Usable 

CtEidE 


ROSE OH ir"* 

1(51 PROCESSOR 


BRIGHT Ml sr 


■ category 

1 VALUE 

JIB CATEGORY 

VALUE 

| CATEGORY 

! VALUE 

Level Requirement 5 

Level Requi rement 

12 

Level Requirement 

12 

Level Requirement 

12 

Rarity 

3* 

Rarity 

4 ★ 

Ftarily 

4* 

Rarity 

4 * 

AM Power 

69-99 

Attack Power 

86-123 

Attack Power 

91-130 

Attack Power 

99-141 

AM Accuracy 

136 

Attack Accuracy 

157 

Attack Accuracy 

161 

Attack Accuracy 

158 

Range(m) 

3 

Rangefm) 

3 

Range fm) 

3 

Rangefm) 

3 

Human Hunter 

Usable 

Human Hunter 

Usable 

Hurmn Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usabte 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

CASTHunter 

Usable 

CAST Hunter 

Usable 

Hurmn Ranger 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabfe 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Human Force 

Usable 

toman Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 
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Level Requirement 

5 

Level Requirement 

5 

Rarity 

3* 

Rarity 

3* 

Attack Power 

47-93 

Attack Power 

48-96 

Attack AccurEy 

9G 

Attack Accuracy 

89 

Range(m) 

12 

Range(m) 

12 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usabte 

CASTHunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usable 

Human Fora 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 


E 1 ER 0 LD TQBLET # 


CATEGORY VALUI 


Lewel Requirement 24 

Rarity 5 * 

AIM Power 142-203 

AIM Accuracy 203 

Range (mj 3 

Human Hunler M/A 

Neman Hunter M/A 

CAST Hunter N/A 

Human Ranger N/A 

CAST Ranger N/A 

Human Fora Usable 

Newman Farce Usable 


ALICE OLID 

-.0> 

[category 

|VALUE ] 

Level Requirement 

54 

Rarity 

7* 

Attack Power 

245 - 351 

Attack Accuracy 

251 

Range(m) 

3 

Human Hunter 

Usable 

Neman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Fora 

Usable 

Newman Force 

Usable 

IERD CODE 


CATEGORY 

VALUE 

Level Requirement 

TO 

Rarity 

7* 

AM Power 

328 - 397 

Attack Accuracy 

259 

Range (m) 

3 

Human Hunter 

N/A 

Newman Hunter 

M/A 

CASTHunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

Usabte 

Newman Force 

Usable 


DEQ SUCER X 


CATEGORY 

VALUE 

Level Requirement 

12 

Rarity 

4 * 

Attack Power 

67-134 

AM Accuracy 

106 

Range(m) 

12 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usabfe 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

Usable 


rmiGI Cii Bi# 0 * 


CATEGORY 

VALUE I 

m CATEGORY 

VALUE 2 

Level Requirement 

20 

Level Requirement 

24 

Rarity 

5* 

Rarity 

5* 

AM Power 

128-183 

AM Power 

135-193 

Attack Accuracy 

193 

AM Accuracy 

198 

Range (m} 

3 

Range(m) 

3 

Human Hunter 

Usable 

Human Hunler 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

Usable 

Human Fora 

Usable 

Human Fora 

Usable 

Newman Fora 

Usable 

Newman Fora 

U* 

nilMLL » ® 

IPS! i 


■ category 

VALUE 

CATEGORY 

VALUE 

Level Requirement 

36 

Level Requiremenl 

32 

Rarity 

6* 

Rarity 

6* 

AIM Power 

158 - 226 

AHackPower 

163 - 233 

Attack Accuracy 

212 

Attack Accuracy 

217 

Range(m) 

3 

Range(m) 

3 

Human Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunler 

Usable 

CASTHunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Hitman Fora 

Usable 

Human Fora 

Usable 

Newman Fora 

Usable 

Newman Force 

Usable 

STARLIGHT o"'° 

1L1IIF 4 

* 

■ CATEGORY 

VALUE 

1 


Level Requiremenl 

60 

Level Requiremenl 

m 

Rarity 

7* 

Rarity 

7* 

Attack Power 

252-360 

AM Power 

259-370 

Attack Accuracy 

239 

AM Accuracy 

270 

Range(m) 

3 

Range(m) 

3 

Human Hunter 

Usable 

Human Hunter 

N/A 

Newman Hunter 

Usable 

Newman Hunler 

N/A 

CASTHunter 

Usable 

CASTHunter 

N/A 

Human Ranger 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

CAST Ranger 

N/A 

Human Fora 

Usable 

Human Fora 

Unable 

Newman Fora 

Usable 

Newman Force 

Usable 


Etn CUTTER g 


EltTEIt Pizza l| 

t 


■ CATEGORY 

VALUE 

Level Requirement 

5 

Level Requirement 

12 

Rarity 

3* 

Rarity, 

4 * 

AM Power 

51-101 

Attack Power 

65-130 

Attack Accuracy 

66 

Attack Accuracy 

112 

Range{mj 

12 

Range(m) 

12 

Homan Hunter 

Usable 

Human Hunter 

Usable 

Newman Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

Newman Force 

Usable 


CATEGORY VALUE 


awn 

* 

| CATEGOHY 

| VALUE 


50 



VALUE 


CATEGORY 


M 

■P PM 


m swimuEii 


7* 

224 - 402 
171 

12 

Usable 

Usable 

Usable 

M/A 

N/A 

Usable 

Usable 


Level Requirement 
Rarity 

AIM Power 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman Hunter 
CAST Hunler 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


Level Requiremenl 

50 

Rarity 

7* 

Attack Rawer 

181-362 

Attack Accuracy 

157 

Range (m) 

12 

Human Hunler 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Rang$ 

m 

CAST Ranger 

Usable 

Human Fora 

Usable 

Neman Force 

Usable 


STAR SLIDER 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Hunan Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Fora 


40 

6* 

123-246 

164 

12 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 


60 

7* 

196-392 

160 

12 

Usable 

Usable 

Usable 

N/A 

N/A 

Usable 

Usable 


Level FtequiremeriE 
Rarity 

Attack Power 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman Hunler 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


52 

7* 

191-382 

166 

12 

Usable 

Usable 

Usabte 

N/A 

N/A 

Usable 

Usable 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range (m) 

Human Huriter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 




GIDllJ^f 



m 

Level Requiremenl 

20 

Rarity 

5* 

AM Power 

99-198 

AM Accuracy 

124 

Range (m) 

12 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usabte 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Fora 

Usable 


SKI SPED J 


Level Requirement 

32 

Rarity 

6* 

AM Power 

142-283 

Attack Accuracy 

151 

Range (m) 

12 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunler 

Usable 

Human Ranger 

N/A 

CAST Ranger 

M/A 

Human Fora 

Usable 

Newman Force 

Usable 


Level Requirement 

24 

Rarity 

5* 

AM Power 

105-209 

Attack Accuracy 

131 

Range (m) 

12 

Human Hunter 

Usable 

Newman Hunler 

Usable 

CASTHunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Fora 

Usable 

Neman Force 

Usable 

USED t 

1 


Level Requiremenl 

42 

Rarity 

6 * 

Attack Power 

145-290 

AIM Accuracy 

145 

Range (m) 

12 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Fora 

Usable 

Newman Fora 

Usable 


SIDRM SLICED 


Hurran Hunter 
Newman Hunter 
CAST Hunler 
Human Ranger 
CAST Ranger 
Human Force 
Newman Fora 


4 

|E2E3^B 


level Requirement 
Rarity 

AIM Power 
Attack Accuracy 


38 

6* 

155-260 

141 

12 

Usable 

Usable 

Usable 

Usable 

Usable 

Usable 

U* 


BtinEi j0 

Level Requiremenl 12 


4* 

71-142 

104 

12 

Usable 

liable 

Usable 

N/A 

Usable 

Usable 

Usable 


Ranty 

AStack Power 
Attack Accuracy 
Range(m) 
Human Hunter 
Newman Hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


5 E 0 STAR SHEER ^ 

CATEGOHY 

i VALUE 

Level Requirement 

24 

Rarity 

5* 

AM Rower 

111-182 

Attack. Accuracy 

125 

Range(m) 

12 

Human Hunler 

Usable 

Newman Hunter 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Fora 

Usable 

Newman Fora 

Usable 


MS SOUTHED 


Level Requirement 

54 

Rarity 

7* 

Attack Power 

171-342 

Attack Accuracy 

162 

Range(m) 

12 

Human Hunter 

Usable 

Newman Hunler 

Usable 

CASTHunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Fora 

Usable 

Newman Force 

Usable 


CLE 1 FID J 


CATEGORY VALUE 


EUII 1 D SHURIHED 


CATEGORY | VALUE 


80 

7* 

321 -442 

163 

12 

Usable 

Usable 

Usable 

N/A 

N/A 

Usable 

Usable 


Level Requirement 
Rarity 

Attack Power 
Attack Accuracy 
Range(m) 

Human Hunter 
Newman hunter 
CAST Hunter 
Human Ranger 
CAST Ranger 
Human Force 
Newman Force 


CATEGORY VALUE 




12 

4 * 

75-150 

100 

12 

Usable 

Usable 

Usable 

m 

N/A 

Usable 

Usable 


Level Requirement 


Attack Power 
AIM Accuracy 
Range(m) 
Human Hunler 
Newman Hunter 
CASTHunter 
Human Ranger 
CAST Ranger 
Human Farce 
Newman Force 


TRimm 


Level Requirement 

36 

Rarity 

6* 

AM Power 

127-53 

AM Accuracy 

147 

Range(m) 

12 

Human Hunter 

Usable 

Newman Hunler 

Usable 

CASTHunter 

Usabte 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Fora 

Usable 


m 















































































































A HUNTER'S ARMAMENT 










TTMTIRlilUi. 


ibe 


iioiatnE 


coil Min 


WHITE ROBE 


HD HE 


mm 

■ category 

1 VALUE j 

mm CATEGORY 

VALUE 

qB CATEGORY 

| VALUE 

m CATEGORY 

| VALUE 

Level Requirement 

1 

Level Requirement 

1 

Level Requiremenfl 

1 

Level Requirement 

2 

Level Requirement 

2 

Rarity 

1* 

Rafily 

1 * 

Rarity 

t* 

Rarity 

2* 

Ftarily 

2* 

Oefense 

20 

Odense 

27 

Defense 

33 

Defense 

29 

Defense 

41 

Evasion 

31 

Evasion 

26 

Evasion 

21 

Evasion 

47 

Evasion 

39 

Fine Resistance (%) 

a 

Fire Resistance {%} 

0 

Fire Resistance [%) 

3 

Fire Resistance [%] 

10 

Fire Resistance (%) 

0 

loe Resistance (%} 

6 

Ice Resistance (%) 

0 

Ice Resistance {%) 

3 

Ice Resistance (%] 

10 

Ice Resistance (%) 

0 

Thunder Resistance 

R 

Thunder Resistance 

ft 

Thunder Resistance 

3 

Thunder Resistance 

10 

Thunder Resistance 

0 

(%) 

O 

(%) 

V 

(%) 


(%) 


W 


Light Ftestatenoe (%} 

B 

Ugjht Resistance (%} 

4 

Light Resistance (tt) 

0 

Lp Resistance [%) 

10 

Lighl Resistance (%) 

6 

DarKResislance<%) 

8 

Dark Resistance {%) 

4 

Dark Resfelanoe (%) 

0 

Dark Resistance (%) 

10 

Dark Resistance (%) 

6 

Hunan tenter 

Wk 

Human Hunter 

Usable 

Human Hunler 

usabte 

Human Hunter 

N/A 

Human Hunter 

Usable 

Herman Hunler 

Usable 

Newman Hunler 

Usable 

Newman Hunter 

m 

Newman Hunter 

Usable 

Newman Hunter 

Usabte 

CAST Hunter 

m 

CAST Hunter 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

Usable 

Human Ranger 

m 

Human Ranger 

Usable 

Human Ranger 

Usable 

CAST Ranger 

N/A 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

Usabte 

Human Force 

Usable 

Human Force 

N/A 

Human Force 

Usable 

Human Force 

Usabte 

Newman Force 

Usaibfe 

Newman Force 

Ustfte 

Newman Force 

N/A 

Newman Force 

Usabte 

Newman Force 

Usabte 


DOTTLE flfllll 


SHIELD ROSE 


SHAME 


SHE flfllHDR 


Pizza BOK 


1 CATEGORY 

1 VALUE 1 

CATEGORY 

VALUE 

HI CATEGORY 

VALUE 

n CATEGORY 

| VALUE 

i wMsmwsm 

Level Requirement 

2 

Level Requirement 

5 

Level Requirement 

5 

Level Requirement 

5 

Level Requirement 

14 

Rarity 

2* 

Rarity 

3* 

Rarity 

3 * 

Rarity 

3* 

Rarity 

4 * 

Defense 

49 

Defense 

44 

Defense 

61 

Defease 

73 

Defense 

47 

Evasion 

31 

Evasion 

70 

Evasion 

59 

Evasion 

47 

Evasion 

82 

Fire Resistance^) 

4 

Fire Resistance (%) 

12 

Fire Resistance (%) 

0 

Fire Resistance {%) 

5 

Fire Resistance (%) 

0 

Ice Resistance (%) 

4 

tee Resistance (%] 

12 

Ice Resistance (%) 

0 

fee Resistance {%) 

5 

toe Resistance (%) 

5 

Thunder Ftesistanoe 


Thunder Resistance 

jn 

Thunder Resistance 

n 

Thunder Resistance 

5 

Thunder Resistance 

o 

(%) 

4 

(%) 

il 

• m 

y 

(%) 


m 


Light Resistance (%) 

0 

Light Resistance (%) 

12 

Light Resistance (%) 

B 

Light Resistance (%) 

0 

Light Resistance (%) 

0 

Dark Resistance (%} 

0 

Dark Resistance (% j 

12 

Dark Resistance (%) 

8 

Dark Resistance [%) 

0 

Dark Resistance^) 

0 

Human Hunter 

Usable 

Human Hunter 

N/A 

Human Hunter 

Usable 

Human Hunter 

Usabte 

Human Hunter 

Usabte 

Newman Hunter 

N/A 

Ifewrmn Hunter 

Usabte 

Newman Hunter 

Usabte 

Newman Hunter 

N/A 

Newman Hunler 

Usable 

CAST Hunter 

Usable 

CAST Hunter 

N/A 

CAST Hunter 

Usahte 

CAST Hunter 

Usabte 

CAST Hunler 

Usable 

Human Ranger 

N/A 

Human Ranger 

Usable 

Human Ranger 

Usabte 

Human Ranger 

N/A 

Human Ranger 

Usable 

CAST Ranger 

Usabte 

CAST Ranger 

N/A 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Human force 

Usabte 

Human Force 

Usabte 

Hurrni Force 

N/A 

Human Force 

Usable 

Neman Force 

N/A 

Newman Farce 

Usabte 

Newman Force 

Usabte 

Newman Force 

N/A 

Newman Force 

Usabte 


ITHSI RISE 


CHEF DPI 


durdeig uieor 


WOT SUIT 


SID M 


1 CATEGORY 

1 VALUE 

H CATEGORY 

1 VALUE 

■ category 

VALUE 

IS CATEGORY 

] VALUE ; 

■ CATEGORY 

| VALUE ; 

Level Requirement 

10 

Level Requirement 

16 

Levei Requirement 

10 

Level Requirement 

10 

Level Requirement 

12 

Rarity 

4* 

Rarity 

4# 

Rarity 

4* 

Rarity 

4 * 

Rarity 

4* 

Defense 

61 

Defense 

66 

Defense 

68 

Defense 

70 

Defuse 

78 

Evasion 

98 

Evasion 

82 

Evasion 

80 

Evasion 

78 

Evasion 

98 

Fire Resistance (%) 

16 

Fire Resistance^) 

16 

Fire Resistance (%) 

0 

Fire Resistance (%) 

0 

Fire Resistance (%) 

0 

Ice Resistance [%) 

16 

ice Resistance (%) 

16 

fee Resistance (%) 

0 

toe Resistance (%) 

0 

fee Resistance (%) 

0 

Tliunder Resistance 


Thunder Resistance 


Thunder Resistance 

fi 

Thunder Resistance 

o 

Thunder Resistance 

o 

(%) 

16 

[%) 

Id 

(%) 


(%) 


(%) 


Light Resistance {%) 

16 

Light Resistance (%) 

0 

Light Resistance (%) 

20 

Light Resistance {%) 

24 

Light Resistance^) 

24 

Dark Resistance (%) 

16 

Dark Resistance (%) 

Q 

Dark Resistance (%) 

20 

Dark Resistance (%) 

0 

Dark Resistance (%) 

0 

Human Hunter 

N/A 

Human Hunter 

Usable 

Homan Hunter 

Usable 

Human Hunter 

Usabte 

Human Hunter 

Usabte 

Newman Hunler 

Usabte 

Newman Hunter 

Usabte 

Newman Hunter 

Usable 

Newman Hunler 

Usabte 

Newman Hunter 

Usabte 

CAST Hunter 

N/A 

CAST Hunter 

Usabte 

CAST Hunler 

Usable 

CAST Hunler 

N/A 

CAST Hunler 

Usabte 

Human Ranger 

Usabte 

Human Ranger 

Usable 

Hunan Ranger 

Usable 

Human Ranger 

Usabte 

Human Ranger 

Usable 

CAST Ranger 

N/A 

CAST Ranger 

Usabte 

CAST Ranter 

Usable 

CAST Ranger 

N/A 

CAST Ranger 

Usable 

Human Faroe 

Usable 

Human Force 

Usable 

Human Force 

Usable 

Human Force 

Usabte 

Human Force 

Usable 

Newman Force 

Usabte 

Newman Force 

Usable 

Newman Force 

Usable 

Newman Feme 

Usable 

Newman Force 

Usable 


53 































































































OCTOPUS SUIT 


[category 

1 VALUE 

Level Requirement 

10 

Rarity 

4* 

Defense 

82 

Evasion 

94 

Fire Resistance (ft) 

0 

loe Resistance (%) 

0 

Thunder Ftesistance 

TO 

24 

Lighfl Resistance (ft) 

0 

Dark Restslance (%> 

0 

Human Hunter 

Usabfe 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


REFLECT ROBE 

CATEGORY 

VALUE 

Level Requirement 

20 

Rarity 

Defense 

5* 

86 

Evasion 

138 

Fire Resistance {%) 

Ice Resistance (ft) 
Thunder Resistance 
(%) 

light Resistance (%) 
Dart; Resistance (ft) 
Human Hunter 

16 

16 

16 

16 

16 

m 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

CAST Ranger 

Human Force 

Usable 

N/A 

Usabfe 

Newman Force 

Usable 


KIIRTER SHELL 

CATEGORY 

! VALUE ! 

Level Requirement 

20 

Rarity 

5* 

Defense 

126 

Evasion 

97 

Fire Resistance {%) 

4 

Ice Resistance {%) 

4 

Thunder Resistance 

A 

(%) 

A 

Light Resistance (%) 

4 

Dak Resistance (%) 

4 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ftenger 

N/A 

Human Force 

N/A 

Newman Force 

N/A 


Illllllll 

CATEGORY 

VALUE 

Level Requirement 
Rarity 

16 

4* 

Defense 

86 

Evasion 

86 

Fire Resistance (%) 

Ice Resistance (%} 

24 

0 

Thunder Resistance 

TO 

Light Resistance (ft) 

24 

0 

Dark Resistance (%) 

D 

Human Hbnter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

CAST Ranger 

Humffli Force 

Usable 

Usable 

Usable 

Newman Force 

Usable 


SEE OUTFIT 

CATEGORY 

|VALUE 

Level Requirement 

26 

Rarity 

5 * 

Detense 

97 

Evasion 

109 

Fite Resistance (ft) 

8 

Ice Resistance {%) 

a 

Thunder Resistance 

d 

(%) 

0 

Light Resistance (%) 

8 

Dark Resistance (%) 

8 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


MIlS 0R10R 

CATEGORY 

VALUE 

Level Requirement 

26 

Rarity 

5* 

Defense 

138 

Evasion 

86 

Fire Resistance (ft) 

18 

Ice Resistance (ft) 

0 

Thunder Resistance 

A 

to 


Light Resistance (ft) 

12 

Dark Fteslslance {%) 

0 

Human Hunter 

Usable 

Newman Rente? 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


GEEIERflL FRRIRE 

CATEGORY 

VALUE 

Level Requirement 

10 

Rarity 

4 * 

Defense 

06 

Evasion 

62 

Fire Resistance (%} 

0 

Ice Resistance (ft) 

0 

Ttiunder Resistance 

n 

TO 

\1 

Light Resistance [%J 

10 

Dark Resistance (ft) 

10 

Human Honter 

Usable 

Newman Hunter 

Usabfe 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Foree 

Usable 

Newman Force 

Usable 


ELEIDR FRIE 

CATEGORY 

VALUE 

Level Requirement 

20 

Rarily 

5* 

Defense 

109 

Evasion 

138 

Fire Resistance (%) 

0 

Ice Resistance (ft) 

12 

Thunder Resistance 

fi 

(%} 

u 

Light Resistance (ft) 

12 

Dark Resistance (ft) 

0 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

m 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 


mm\m 


EnHEnflHEEEIH 

Level Requirement 

20 

ferity 

5* 

Defense 

143 

Evasion 

92 

Fire Resistance (ft) 

7 

Ice Resistance (ft) 

7 

Thunder Fteslslance 

7 

TO 

I 

Lighl Resistance (ft) 

0 

Dark Resistance^) 

0 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 


115 Glim 

CATEGORY 

| VALUE j 

Level Requirement 

14 

Rarity 

4* 

Defense 

98 

Evasion 

61 

Fire Resistance (ft) 

0 

Ice Resistance (%) 

0 

Thunder Resistance 


(%) 

18 

Light Resistance (%) 

18 

Dark Resistance (ft) 

0 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 


mi 

1 CATEGORY 

VALUE 

Level Requiremenl 

24 

Rarity 

5 * 

Defense 

115 

Evasion 

132 

Fire Resistance (ft) 

24 

fee Resistance (ft) 

0 

Thunder Resrste 

ft 

E%) 

u 

Light Resistance (%) 

0 

Dark Resistance (%) 

0 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Homan Force 

Usable 

Newman Force 

N/A 

OEGIR ROBE 


CATEGORY 

VALUE 

Level Requirement 

36 

Rarity 

6* 

Defense 

116 

Evasion 

186 

Fire Resistance (ft) 

18 

Ice Resistance (ft) 

18 

Ttiunder Resistance 

to 

18 

Light Resistance (ft) 

13 

DarkFtesistanosfft) 

18 

Human Hunter 

N/A 

Newman Hurler 

Usable 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usable 

Newman Force 

Usable 


BRIGDRDIRE RRIDR 

CATEGORY 

1 VALUE | 

Level Requirement 

10 

Rarity 

4* 

Defense 

102 

Evasion 

66 

Fire Resistance [%) 

6 

Ice Resistance (ft) 

6 

Thunder Resistance 

* 

TO 


Light Resistance (ft) 

0 

Dak Resistance (%) 

0 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Farce 

N/A 

Newman Force 

N/A 


UU1FR0IIIE 

CATEGORY 

VALUE j 

Level Requirement 

20 

ferity 

5* 

Defense 

120 

Evasion 

116 

Fira Resistance (ft) 

0 

fee Resistance (ft) 

0 

Thunder Resistance {%) 

0 

Light Resistance (ft) 

12 

Dark Resistance (%) 

12 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human R^iger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


MOUTH 



Level Requirement 

56 

Rarity 

6 * 

Defense 

124 

Evaston 

155 

Fire Resistance (%) 

12 

Ice Resistance (ft) 

12 

Thunder Resistance 

fli 

m 

u 

Light Reslsrianoe (%J 

0 

Daf k Ftesistanoe (%) 

0 

Human Hunter 

Usable 

Newman Ifeinter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


ip 


SPIRIT GflOB 


mjjUiiif vi wm 

Level Requiremenl 

52 

Rarily 

6* 

Defense 

132 

Evasion 

147 

fiEefissislance[%) 

0 

Its Resistance (%) 

0 

Thunder Resisted 

0 

(ft) 

Light Resistance (%) 

0 

Dark Resistance (%] 

24 

Human Hunter 

Usable 

lawman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

RIOT ROBE 


Level Requirerrent 

50 

Rarity 

7* 

Defense 

157 

Evasion 

251 

Fire Resistance (ft) 

20 

toe Resistance (ft) 

20 

Thunder Resistance 
(%) 

20 

LifllH Resistance (%} 

20 

Dark Resistance (ft) 

20 

Human Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

Usable 

CAST Ranger 

N/A 

Human Force 

Usabte 

Newman Force 

HEPLER SUIT 

Usable 

| CATEGORY 

|VALUE 


siinon SUIT 


CATEGORY VALUE 


ferity 6 * 

Defense 155 

Evasion 170 

Fire Resistance (%) 0 

Ice Resistance (%) 0 

Thunder Resistance n 

m u 

Light Resistance (ft) 0 

Dark Resistance (%) 24 

Human Hunter Usable 

Newman Hunter Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human: Fence Usable 

Newman Force lisabte 


EHIHRD1 HUE 


llLlOS FRRIRE 


ARMS HR 


IIOBLE CLOfln 


CATEGORY VALUE 


Level Requirement 66 

Rarity 7 * 

Defense 178 

Evasion 239 

Fire Resistance (%) 6 

foe Rjesislanoe 6 

Thunder Resistance 

w 6 

Light Resistance (%) 14 

Dark Resistance (ft) 14 

Human Hunter Usable 

Newman Humter Usable 

CAST Hunter Usable 

Human Ranger Usable 

CAST Ranger Usable 

Human Force Usable 

Newman Force Usable 


CQRRBIRIER QRR1QR 


CATEGORY VALUE 


Level Requirement 

72 

Level Requirement 

50 

Rarity 

7 * 

Rarity 

7 * 

Defense 

252 

Defense 

261 

Evasion 

178 

Evasion 

167 

Fire Resistance (ft) 

12 

Fire Resistance [%) 

9 

Ice Resistance (ft) 

12 

Ice Resistance (ft) 

9 

Thunder Resistance 

TO 

12 

Ttiunder Resistance 

TO 

9 

Light Resistance (ft) 

0 

Light Resistance (ft) 

0 

Dark Resistance (ft) 

0 

Dark Resistance (ft) 

0 

Human Hunter 

N/A 

Human Hunter 

Usable 

Newman Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

N/A 

Human Feres 

N/A 

Newman Force 

N/A 

Newman Force 

N/A 


1 CATEGORY 

1 VALUE 

Level Requirement 

35 

Rarity 

6* 

Defense 

163 

Evasion 

155 

Fire Resistant (%) 

0 

lee Resistance (ft) 

0 

Thunder Resistance 

n 

TO 

u 

Light Resistance (ft) 

14 

Dark Resistance (ft) 

14 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 

RIHflFS SUIT 


CATEGORY 

VALUE 

Level Requirement 

76 

ferity 

7* 

Defense 

209 

Evasion 

240 

Fire Resistance (%) 

0 

Ice Resistance (%) 

0 

Thuider Resistance 

A 

TO 

u 

Light Resistance (%) 

24 

Dark Resistance {%) 

0 

Human Hunter 

N/A 

Newman Hunter 

Usable 

CAST Hunter 

N/A 

Human Ranger 

N/A 

CAST Ranger 

N/A 

Human Force 

N/A 

Newman Force 

Usable 


| CATEGORY 

1 VALUE 

Level Requirement 

48 

Rarily 

6* 

Defense 

186 

Evasion 

116 

Fire Resistance (ft) 

0 

Ice Resistance (%) 

0 

Thunder Resistance 

TO 

12 

Light Resistance (%) 

12 

Dark Resistance (ft) 

0 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human: Force 

N/A 

Newman Force 

N/A 

flSGID FRIE 


1 CATEGORY 

VALUE 

Level Requiremenl 

50 

Rarity 

7 * 

Defense 

219 

Evasion 

209 

Fire Resistance (ft) 

0 

toe Resistance (%) 

0 

Thunder Resistance 


TO 

u 

Ugfit Resistance (ft) 

16 

Dark Resistance (ft) 

16 

Human Hunter 

Usable 

Newman Hunter 

Usable 

CAST Hunter 

Usable 

Human Ranger 

Usable 

CAST Ranger 

Usable 

Human Force 

Usable 

Newman Force 

Usable 


| CATEGORY 

i VALUE 

Level Requirement 

35 

ferity 

6 ★ 

Defense 

193 

Evasion 

124 

Fire Resistance (%) 

6 

Ice Resistance (%) 

8 

Thunder Resistance 

& 

to 

0 

Light Resistance (%) 

0 

Dark Resistance (%) 

0 

Human Hunter 

Usable 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 

IIS PLATE 


1 CATEGORY 

| VALUE 

Level Requirement 

64- 

Rarity 

7* 

Defense 

251 

Evasion 

157 

Fire Resistance (ft) 

18 

toe Resistance (ft) 

18 

Thunder Resistance 

ft 

TO 

u 

Light Resistance (ft) 

0 

Dark Resistance (%) 

18 

Human Hunter 

N/A 

Newman Hunter 

N/A 

CAST Hunter 

Usable 

Human Ranger 

N/A 

CAST Ranger 

Usable 

Human Force 

N/A 

Newman Force 

N/A 











































































































Normal attacks and attack combinations are quite sutficient to kill most of 
the enemies in the game, But what about flash and style? Beyond that, you 
sometimes need a little more oomph to get through the day. That’s where 
Photon Arts, Techniques, and Photon Blasts come in. All three of these offer 
ways to inflict more burst damage or survive more intense battles. 




piotoi arts 


Photon Arts are attached to various weapons. Some of the game’s starting weapons won’t have 
any, but soon enough you get access to better gear. Look through a weapon’s statistics to see if a 
Photon Art is attached to it. Even better—try out your weapon to see how its Art works. 

Use Photon Arts by holding down the attack buttons, which begins charging the Photon Art. After 
several seconds, a flash signals that the Art is ready to be unleashed, Get into position against your 
enemies and let go of the button; the Art triggers and does what it's intended to do. 

To cancel a Photon Art without using it, Evade in any direction and release the button while rolling 
away. This is also a good way to start charging your Photon Art without needing to swing or fire a 
weapon. Evade, press the button during the roll, and hold it down to begin charging. The system is 
quite lenient that way. You can also hold the button down at the end of the combo! 

It takes Photon Points to use Photon Arts. Human and Newman characters must split their Photon 
Points between Arts and Techniques, CAST characters have an advantage here; because they 
can’t use Techniques, they are able to use Photon Arts quite heavily. For this reason, it’s doubly 
important tor a CAST to find a weapon with a Photon Art they like! 




WEAPON TYPE 

ART NAME 

EFFECT 

Bare Hands 

Kiel:; Rush 

Successive thicks 


Cross Rave 

X-shapsd slash 

iSabers 

Force Me 

4 successive slashes 


Zeta Cutlass 

Z-shaped slash 


O'/nama Spin 

Hoiwotilal-splmlnn slash 

Swords 

Sonic Raid 

Vertieal-SDinnina slash 


Over-end 

Cleaves downward wilh massive sword 


Air Ride 

Reckless slasfiinq 

Daggers 

Reverse Mil 


Hu® Cross 

Cross slash while cliargino 


Happinq Run 

Downward strikeafler a hop 

Spears 

Spear Rife 

Multiple spear Mists 


Speed Rain 

A high-speed tim! from midair 


Semenl Air 

Upward stfjkes while spinning 

Claws 


nwiMtaiiia 


Slide End 

Draqs in tire entire body 


Lfnear-SM 

Rollino surf nnihe shield 

■Shields 

Barrier Shift 

Makes vou temporarily invincible 


Bull Smash 

A charae from above 


Cyclone Ron 

Wide spins 

Double Sabers 

Tornado Dance 

Chaitje whllB -sbiTiWrra dffiDGS 1 H 


Million Rave 

Fast slashes wilh sword 


CATEGORY 

MODIFIER 

Power 

ten 

Accuracy 

180 

PP Cost 

10 

Bonus. Targets 

1 

Charge Time 

40 

Ranqe (ml 

2 

Area (Degrees) 

60 

Humber of Hits 

L 


h in x 


CATEGORY 

MODIFIER 

Power 

130 

Accuracy 

140 

PP Cost 

19 

Bonus Targets 

3 

Charae Time 

30 

Range (ml 

4 

Area fDeq rues) 

200 

Member of Hits 

4 


CATEGORY 

MODIFIER 

Power 

160 

Accuracy 

120 

PP Cost 

13 

Bonus Targets 

2 

Charge Time 

30 

Range (ml 

3 

Area (Deoreesl 

1:20 

Mumber of Hits 

3 


1PSLX 


CATEGORY 

MODIFIER 

Power 

so 

Accuracy 

flO 

PP Cost 

21 

Bogus Targets 

0 

Charge Time 

80 

Range (ml 

4 

Area (Degrees) 

360 

Number of Hits 

4 


CATEGORY 

MODIFIER 

power 

125 

Accuracy 

100 

PP Cost 

15 

Bonus Targets 

1 

Charge Time 

40 

Range (ml 

2,5 

Area fDegrees) 

220 

Number of Hits 

5 



CATEGORY 

MODIFIER 1 

Power 

120 

Accuracy 

75 : 

PP Cost 

23 

Bonus Targets 

-2 

Charge Time 

70 

Range (m) 

3.5 

Area (Degrees') 

5T1 

Number of Hits 

4 


57 
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CATEGORY MODIFIER ■ CATEGORY MODIFIER ■ CATEGORY MODIFIER ■ CATEGORY MODIFIER ■CATEGORY MODIFIER 


Powaf 


CATEGORY 

MODIFIER 

Power 

250 

Accuracy 

255 

PP Cost 

45 

Bonus Targets 

-1 

Charge Time 

110 

Ranqe (m) 

8 

Area (Degrees} 

50 

Number of Hits 

3 


Accuracy 


PPCost 


Bonus Targets 


Charge Tima 


CATEGORY MODIFIER ■CATEGORY MODIFIER ■CATEGORY MODIFIER ■CATEGORY MODIFIER ■ CATEGORY MODIFIER 


CATEGORY 

MODIFIER 

Power 

145 

Accuracy 

160 

PP Cost 

20 

Bonus Tarqets 

2 

Charge Time 

50 

Ranqe fm} 

3.5 

Area {Degrees) 

180 

Number of Hits 

3 


Range (m) 

3 

Area [Degrees) 

240 

Number of Hits 

5 i 

Bil / | 

CATEGORY 

MODIFIER 

Power 

80 

Accuracy 

70 

PP Cost 

32 

Bonus Targets 

2 

Charga Time 

ad 

Range (m) 

4,5 

Area (Degrees) 

100 

Number of Hits 

6 


CATEGORY 

MODIFIER 

Power 

80 

Accuracy 

80 

PP Cost 

25 

Bonus Targets 

3 

Charge Time 

70 

Range fm) 

8,5 

Area (Degrees) 

120 

Number of Hits 

4 


CATEGORY 

MODIFIER 

Power 

90 

Accuracy 

130 

PP Cost 

22 

Bonus Targets 

3 

Charge; Time 

50 

Range fm} 

3.5 

Area (Degrees) 

180 

Number of Hits 

3 


CATEGORY 

MODIFIER 

Power 

90 

Accuracy 

130 

PP Cost 

24 

Bonus Targets 

3 

Charge Time 

60 

Rarn^e (m) 

2.5 

Area (Degrees) 

360 

Number af Hits 

4 


CATEGORY 

MODIFIER 

Power 

11:5 

Accuracy 

80 

PP Cost 

18 

Bonus Tarqels 

2 

Charge Time 

B0 

Ranqe(m) 

3 

Area (Degrees) 

380 

Number of Hits 

5 


CATEGORY 

MODIFIER 

Power 

180 

Accuracy 

75 

PPCost 

26 

Bonus Targets 

3 

Charge Time 

90 

Range (m) 

e 

Area (Degrees) 

60 

Number of Hits 

3 


CATEGORY 

MODIFIER 

Power 

! 75 

Accuracy 

120 

PP Cast 

1 21 

Bonus Tarqets 

3 

Charge Time 

80 

Range[mi 

3 

Area (Degrees) 

360 

Number of Hits 

4 


X 


CATEGORY MODIFIER ■ CATEGORY MODIFIER ■CATEGORY MODIFIER ■ CATEGORY MODIFIER ■CATEGORY MODIFIER 


CATEGORY 

MODIFIER 

Power 

160 

Accuracy 

m 

PPCost 

18 

Bonus Tarqets 

3 

Charge Time 

50 

Range (m) 

2,5 

Area (Degrees) 

360 

Number of Kits 

4 


CATEGORY 

MODIFIER 

Power 

0 

Accuracy 

0 

PP Cost 

20 

Bonus Tarqets 


Charge Tims 

30 ! 

Range(m) 


Area (Degrees) 


Number of Hits 



CATEGORY 

MODIFIER 

Power 

210 

Accuracy 

200 

PPCosi 

18 

Bonus Targets 

4 

Charge Time 

40 

Range fm) 

4.5 

Area (Degrees) 

130 

Number of Hils 

2 


CATEGORY 

MODIFIER 

Power 

100 

Accuracy 

80 

PP Cost 

20 

Bonus Targets 

4 

Charge Time 

80 

Range fm} 

3.5 

Area (Degrees) 

360 

Number of Hits 

5 


CATEGORY 

MODIFIER 

Power 

130 

Accuracy 

120 

PPCDSt 

30 

Bonus Targets 

3 

Charge Time 

70 

Ranqe (m) 

3 

Area (degrees) 

1 B0 

Number of Hits 

4 


CATEGORY 

MODIFIER 

Power 

135 

Accuracy 

IDO 

PP Cost 

25 

Bonus Targets 

2 

Charge Time 

SO 

Ranqe fm) 

4.6 

Area (Degrees) 

12 D , 

Number of Hits 

4 




V X' 

\ 


-n> 


58 


WEAPON TYPE 

ART NAME 

EFFECT | 

Handguns 

QuickDraw 

Shots in succeasi-on 

Flame Hit 

Shoots flame (20% chance lor Level 4 Bum) 

Teller Combo 

Three successive hils (25% chance io Paralyze) 

RiSSes 

Wipeout 

Hollow Snipe 

Hit with barrage, then throw hand grenade (20% 


Sneak Mine 

Set land mines near charactef 

Gunbladfcs 

Bullet Dance 

Suinnina break barrage 

impact Zero 

Strike/bhoat combo 

Earth Bullet 

Flaminq pillar from the ground 

Mech Guns 

Cool Siyie 

Atlrick in rril rj.rectioi : 

Acr o-Step 

Backstop trick shd 

Bazookas 

Crush Bomb 

A Eumpinn banrib attack 

Wild Blow 

A violent assault 

Crazy On 

, A back strike powered by cannon 

Laser Gannons 

Sartor Line 

gjffX 


pii_X' 


CATEGORY 

MODIFIER 

Power 

80 

Accuracy 

75 

PPCost 

24 

Bonus Targets 

0 

Charge Time 

9D 

Range (m) 

B 

Area {Degrees) 

30 

Number of Hils 

7 


» x 


CATEGORY 

MODIFIER 

Power 

75 

Accuracy 

80 

PP Cost 

21 

Bonus Tarqets 

0 

Charge Time 

110 

Range fm) 

12,5 

Area (Deqress) 

40 

Number of Hits 

11 


mm x 


CATEGORY 

MODIFIER 

Power 

125 . 

Accuracy 

70 

PP Cost 

16 

Bonus Targets 

0 

Charge Time 

60 

Ranqe (m) 

10 

Area (Degrees) 

380 

Number of Hils 

15 


MB X 


CATEGORY 

MODIFIER 

Power 

J5 

Accuracy 

100 

PP Cost 

24 

Bonus Targets 

0 

Charge Time 

100 

Range fm] 

6 

Area (Degrees) 

90 

Number of Hits 

15 


mm x 


CATEGOHY 

MODIFIER 

Power 

100 

Accuracy 

160 

PP Cost 

18 

Bonus Tarqets 

3 

Charge Time 

70 

Range (m) 

12 

Area (Degrees) 

180 

Number of Hits 

3 


mm x 


CATEGORY 

MODIFIER 

Power 

180 

Accuracy 

135 

PP Cost 

17 

Bonus Targets 

3 

Charge Time 

40 

Range (m) 

3 

Area (Degrees) 

360 

Number of Hits 

2 


mm x i 


CATEGORY 

MODIFIER 

Power 

210 

Accuracy 

100 

PP Cost 

24 

Bonus Tarqets 

5 

Charge Time 

70 

Range (m) 

3 

Area (Degrees) 

360 

Number of Hits 

1 


lip x 


CATEGORY 

MODIFIER 

Power 

250 

Accuracy 

200 

PP Cost 

24 1 

Bonus Tarqels 

3 

Charge Tim e 

70 

Range (m) 

10 

Area (Degrees) 

120 

Number of Hits 

1 


MBif X 


CATEGORY 

MODIFIER ! 

Power 

170 

Accuracy 

150 

PP Cost 

20 

Bonus Targets 

4 

Charge Time 

50 

Range Em) 

5 

Area (Degrees) 

90 

Number of Hits 

3 


pil_X 


CATEGORY 

MODIFIER 1 

Power 

120 

Accuracy 

90 

PPCost 

28 

Bonus Targets 

2 

Charge Time 

50 

Range (m) 

3,5 

Area (Degrees) 

120 

Number ol Hils 

4 


Mil x 


CATEGORY 

MODIFIER 1 

Power 

145 

Accuracy 

100 

PP Cast 

19 

Bonus Targets 

3 

Charge Time 

60 

Ranqe (ml 

e 

Area (Daqraes) 

120 

Number ol Hits 

3 1 


Ml X 


CATEGORY 

MODIFIER 

Power 

80 

Accuracy 

255 

PPCost 

26 

Bonus Targets 

0 

Charge Time 

100 

flange (m) 

20 

Area (Degrees) 

60 

Number of Hits 

7 


mm x 


CATEGORY 

MODIFIER 

Power 


Accuracy 

so 

PP Cost 

23 

Bonus Targets 

0 

Charqe Time 

100 

Range (m) 

6 

Area (Deqreas) 

90 1 

Number of Hits 

30 


Ml X 


CATEGORY 

MODIFIER 

Power 

130 ‘ 

Accuracy 

200 

PP Cost 

IS 

Bonus Targets 

2 

Charge Time 

40 

Range (m) 

4.5 

Area (Degrees) 

120 

Number of Hits 

z 


liMfililX 


CATEGORY 

MODIFIER 

Power 

150 

Accuracy 

120 

PP Cost 

15 

Bonus Targets 

0 

Charge Time 

50 

Ranqe (m) 

8 

Area (Degrees) 

120 

Number of Hits 

4 


Mil x 


CATEGORY 

MODIFIER 

Power 

160 

Accuracy 

200 

FP Cost 

19 

Bonus Targets 

4 

Charge Time 

60 

Range (m) 

a 

Area (Degrees) 

360 

Number of Hits 

4 


■BI X 


CATEGORY 

MODIFIER 

Power 

85 

Accuracy 

150 

PP Cost 

£0 

Bonus Targets 

0 

Charge Time 

80 

Range(ml 

8 

Area (Decrees) 

120 

Number of Hils 

12 


18 1 X 


CATEGORY 

MODIFIER 

Power 

150 

Accuracy 

80 

PPCosi 

22 

Bonus Targets 

3 

Charge Time 

80 

Range (m) 

16 

Area (Degrees) 

240 

Number of Hils 

1 


59 















































































































































































































































































































































































































































































































































































































CATEGORY 

MODIFIER 

Power 

140 

Accuracy 

150 

PP Cost 

19 

Sonus Targets 

4 

Charge Time 

40 

Range fm} 

4 

Area fDeqrees) 

360 

Number of Hits 

1 ■ 


CATEGORY 

MODIFIER 

Power 

90 

Accuracy 

100 

PP Cos! 

21 

Bonus Targets 

1 


Ml X 


CATEGORY 

MODIFIER 

Power 

120 

Accuracy 

130 

PP Cos! 

19 

Bonus Targets 

2 

Charge Time 

50 

flange fm) 

3.5 

Area (Degrees.) 

360 

Humber of Hits 

3 


CATEGORY 

MODIFIER 

Power 

125 

Accuracy 

200 

PP Cost 

11 

Bonus Targets 

4 I 

Charge Time 

40 

Ranqe fm} 

4 

Area (Degrees) 

360 

Number of Hits 

1 


mmm / 

CATEGORY 

MODIFIER 

Rower 

140 

Accuracy 

160 

'PP Cost 

13 

Bonus Tarqels 

3 

Charge Time 

30 

Panne fm) 

3.5 

Area ■[ Decrees) 

360 

Humber of Hits 

2 


CATEGORY MODIFIER 


CATEGORY 

MODIFIER 

Power 

150 

Accuracy 

200 

PP Cost 

15 

Bonus Targets 

3 

mm Time 

50 

Range fm} 

5 

Area (Deqrees) 

360 

Number of Hits 

1 


CATEGORY 

MODIFIER 

Power 

110 

Accuracy 

120 

PP Cost 

14 

Bonus Tarqels 

2 

Charge Time 

60 

Range f m) 

6.5 

Area (Daqraes) 

90 

Number of Hits 

3 


CATEGORY 

MODIFIER 

Power 

100 

Accuracy 

210 

PP Cosl 

1 15 , 

Bonus Tarqels 

5 

Charqe Time 

60 

flanoe (m) 

6 

Area [Decrees] 

360 

Number of Hits 

1 


Accuracy 


PP Cos! 

2 

Sonus Tarqets 

0 

Charge Time 

30 

Panqe [m) 

0 

Area (Decrees) 

120 

Number of Hits 

1 


Panne (m) 

3.5 

Area [Deqrees) 

120 

Number of Hits 

5 


WEAPON TYPE 

ART NAME 

EFFECT 


Beat Qua)® 

Strike the around lo release a shocks 

Rads 

Rolling Bar 

Frer^v of spikes 


Rodeo Drive 

Pole vaulting attack from ibe sky 


Funrw Dive 

A backwards dr® item shove 

Wands 

HH 



Act Trick 

Rarslom technique (risers 


Edge Riser 

An upward slasih shockwave 

Sheets 

Bright Sign 

Throw flying Mattes repeatedly (15% chance lor 
a Level 3 Paralyze) 


Seiyurpi 

Dropping bombs from Ihs sky {50% chance fro a 
Level 3 Confuse) 


Human and Newman characters utilize Photon Points to unleash Techniques, 
spell Hike powers that have an immediate and impressive effect on the world. 
Some are used to deal damage to enemies; others manipulate stats for the party 
or their enemies. 

Techniques range in power from Level t to Level 15. Hunters and Rangers can 
learn Techniques up to Level 10, but only Force Users master these powers f 
up to the final level. To learn higher tiers of a given Technique, you need to 

Foie © © •-v 


Quick Cast 



L 

EVE 

l " ri 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

ID 

11 

12 

13 

14 

11 


Minimum Character 
level 

1 

1 

2 

5 

10 

15 

20 

25 

30 

35 

40 

45 

50 

55 

60 

Manic Modifier (%) 

135 

136 

137 

139 

140 

147 

150 

152 

155 

is?: 

1/0 

174 

177 

RT 

185 1 

PP Cost 

5 

6 

6 

7 

7 

9 

10 

11 

11 

12 

16 

17 

18 

19 

20 

Ranqe On) 

5 

5 

6 

6 

5 

7 

7 

a 

8 

9 ' 

10 

10 

11 

11 

12 ; 

Burn Chance (%} 

15 

15 

17 

17 

20 

20 

20 

20 

20 

20 

25 

25 

28 

28 

30 

Charged Cast 



L 

m 

< 

m 

L 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

1! 


Required Character Level 

i 

1 

2 

5 

10 

rjjr 

20 

25 

30 

35 

401 

45 

Iso 

55 

60 

Manic Modifier f%) 

130 

131 

132 

133 

134 

w 

142 

144 

146 

148 

15B 

161 

J6£ 

167 

170 

PP Cost 

12 

13 

14' 

15 

16 

pHT 

21 

22 

23 

25 

31 

32 

34 

36 

33 

Pannefm) 

a 

B 

a 

3 

a 

nr 

9 

9 

9 

9 

10 ] 

10 

10 

10 

10 

Burn Chance (%) 

10 

10 

12 

12 

12 

pF 

12 

12 

13 

15 

15 

15 

17 

17 

20 

Charqe Time 

60 

50 

50 

50 

50 

pr 

50 

50 

50 

50 

40 

40 

40 

40 

40 

Blast Radius fm) 

2 

2 

2 

2 

2 

nr 

3 

3 

3 

3 

4 

4 

4 

4 

4 



Shoots a Fire elemental attack straight forward. Enemies hit have a 
chance of Burning, taking additional damage overtime, When charged, 
this Technique explodes when it hits the target, FJearby enemies sustain 
damage as welt as the initial target. All have a chance to begin Burning. 

\___ 


reach a minimum character level AND find a Technique Disk. Once those 
requirements are met, use the Disk with your character to learn the new level of 
that Technique. 

All Techniques have a quick cast and a charged cast. The immediate effect of a 
Technique usually affects only a single character or enemy. Charged versions 
cost more but affect entire groups, 
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Quick Cast 



L 

EVEL 








CATEGORY 

1 

2 

3 

4 

5 

6 

7 

3 

9 

10 

11 

12 

13 

14 

11 


Reguired Character Laval 

1 

1 

2 

s 

10 

15 

20 

25 

30 

35 

40 

45 

50 

55 

60 

Magic Modifier f%) 

110 

110 

111 

BE1 

113 

117 

119 

120 

122 

123 

132 

134 

136 

138 

140 

PP Cost 

10 

11 

11 

12 

13 

15 

16 

17 

18 

19 

23 

24 

25 

26 

28 

Range fm} 

10 

10 

to 

10 

10 

12 

12 

12 

12 

12 

15 

15 

15 

15 

15 

Freeze Chance {%) 

25 

25 

28 

' 2B 

28 

2B 

28 

28 

30 

30 

30 

32 

34 

37 

40 

Charged Cast 



L 

m 

m 

L 








CATEGORY 

1 

2 

3 

4 

5 

G 

7 

8 

9 

ID 

11 

12 

13 

14 

1! 

i 

Required Character Level 

1 

1 

2 

5 

10 

15 

20 

25 

30 

[35 

40 

45 

50 

55 

TiD 

Maqjc Modifier (%) 

40 

40 

41 

41 

41 

42 

42 

43 

43 

\44~ 

45 

46 

47 

48 

|50~ 

PP Cost 

18 

19 

20 

21 

22 

26 

27 

29 

30 

jr 

38 

40 

42 

44 

46 

Ranqe fm) 

6 

6 

6 

6 

6 

6 

6 

6 

6 

JL 

a 

B 

a 

8 

8 

Freeze Chance i%\ 

10 

12 

14 

16 

18 

20 

22 

25 

27 

30 

40 

40 

40 

40 

40 

Charge Time 

30 

BO 

ao 

80 

80 

80 

ao 

BO 

ao 

80 

70 

70 

70 

70 

70 

Shards 

6 

6 

6 

6 

6 

7 

7 

7 

7 

7 

10 

10 

10 

10 

10 



Shoots a piercing Ice elemental attack straight forward. Has a chance 
of Freezing the target Frozen targets are temporarily unable to move 
or attack. This breaks when the target is attacked by an enemy. When 
charged, this Technique fires multiple shards and can damage multiple 
targets. AH affected enemies have a chance to Freeze, 

X__ _____ 
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Quick Cast 






Shoots an Electric element attack straight forward. Has a chance of 
Paralyzing the target, stunning them for several seconds. These enemies 
wool he able to move or attack: regardless of what’s happening around 
them. When charged, this Technique hits all nearby enemies and has a 
chance to Paralyze them. 

\ _ 
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Quick Cast 
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CATEGORY 

1 

2 

3 

4 

5 

6 

7 

6 

9 

10 

11 12 

13 

14 

IE 


Required Character Level 

10 

10 

rw 

15 

20 

25 

30 

35 

40 

45 

50 

55 

60 

65 

70 

Manic Modifier t%) 

135 

135 

[135 

137 

137 

141 

142 

143 

145 

146 

153 

155 

156 

15? 

160, 

1 PR Cost 

14 

15 

mT 

16 

17 

19 

20 

21 

22 

23 

27 

28 

29 

30 

32 

Range fm) 

5 

5 

pr 

5 

5 

6 

6 

6 

6 

6 

7 

7 

7 

7 

7 

Poison Chance (%) 

20 

22 

Yu 

23 

30 

20 

24 

24 

27 

30 

30 

30 

30 

30 

30 

Blast Radius (m) 

rr 

2 

nr 

2 

2 

3 

3 

3 

3 

3 

4 

4 

4 

4 

4 

Charged East 
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CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

TO 

11 

12 

13 

14 

IE 


Required Character Level 

10 

10 

10 

15 

20 

25 

30 

35 

40 

4 b 

50 

55 

60 

65 

70 

Maafc Modifier m 

lol 

40 

4f\ 

41 

41 

42 

It] 

43 

1 43 

44 

45 

46 

47 

48 

50 

PPCost 

20 

21 

22 

23 

24 

28 

29 

31 

32 

S". 

40 

42 

44 

46 

48 

Range (m) 

a 

8 

3 

g 

8 ' 

7 

7 

7 

E 

7 

6 

6 


6 

6 

Poison Chance (%) 

10 

10 

10 

10 

10 

10 

10 

10 

10 

10 

10 

10 

10 

10 

10 

I C harge Time 

90 

90 

90 

“90 

go 

90 

Id' 

90 

j£ 

90 

80 

80 

SO 

80 

80 

Damage Pulses 

6 

6 

6 

6 

6 

6 

6 

6 

6 

6 

6 

6 

6 

6 

6 



Unleashes a Dark elemental attack against your enemy. Successful 
attacks have a chance to Poison targets, dealing damage overtime to 
them. Poison is often Ineffective against Machine-based enemies. When 
charged, this Technique does less damage up front but hits multiple 
times. It also draws enemies toward your character. 


[rants © © ♦ 

Quick Cast 



Charged Cast 




Launches a pulse of Light toward your enem ies. This attack has a chance 
to Confuse targets. Enemies that are Confused are unable to move or 
attack In a concerted fashion; they are erratic and ineffective. When 
charged, this Technique has a much higher chance to Confuse its victims, 
and they’ll be Confused fora longer duration, In addition, the charge time 
is extremely fast and the Photon Point cost is equivalent to the quick cast 
version of the Technique. Use the quick cast tor damage; use the charged 
version for disruption of enemies 1 

\ __ 
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Quick East 
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CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

tonuired Character Level 

1 

1 

2 

5 

MIL 

15 

[2D] 

25 

30 

35 

40 

45 

50 

55 

60 

Health Med (W 

45 

46 

47 

48 

49 

50 

51 1 

52 

53 

54 

56 

57 

58 

59 

60 

PP Cnsi 

15 

16 

16 

17 

17 

10 

~20l 

21 

21 

22 

26 

27 

28 

29 

30 

Chained Cast 
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CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

Rep uired Character Level 

1 

1 

2 

5 . 

10 

JE 

20 

25 ! 

30 

35 

40 

45 

50 

55 

80 

Health Healed 

45 

46 

47 

JL, 

49 

50 

51 

i 52 

S3 

54 

Tf 1 

57 

58 

59 

60 

PP Cost 

15 

16 

16 

17 

17 

19 

20 

21 

21 

22 

26 

27 

23 

20 

30 

1 Area ofEff&ct fml 

4 

4 

6 

5 

5 

6 

6 

7 

7 

8 

10 

10 

12 

12 

14 

|charae Time 

50 

50 

50 

50 

50 

50 

50 

50 

50 

50 

40 

40 

40 

40 

40 
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CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

IE 


Reduirad Character Level 

i 


2 

5 1 

10 

15 

20 

25] 

YW] 

35 

~40l 

45 

1 50 

55 

60 

PP Cost 

10 

10 

10 

“SI 

10 

io: 

10 


rnn 

10 

iol 

10 

non 

MOl 

10 

Charged Cast 



L 

EVE 

L 








CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

IE 


Required Character Level 

1 

1 

2 

5 

10 

15 

20 

25 ' 

30 

35 

40 

45 

50 

55 

60 

PP Cost 

15 

15 

18 

16 

17 

17 

18 

18 

19 

19 

20 

21 

JL 

23 

; 24 

Area of Effect {m) 

3 

3 

9 

9 

10 

10 

11 

11 

12 

12 

14 

16 

18 

20 

24 

Charge Time 

50 

50 

50 

50 

50 

50 

50 

50 

50 

50 

40 

40 

40 

40 

40 


ME 

This Technique restores health to the caster. Charge Resta to heal nearby 
party members as well. The importance of this Technique in team play 
cannot be overstated. 


nil 

Anti removes negative status effects. Charged, this Technique not only 
restores normal status to your allies, but also brings fallen characters 
back to consciousness. 


snifta 

Quick Cast 



LEVEL 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 8 

9 

ID 11 

12 

13 

14 15 

Required Character Level 

| i 

1 

2 

1 5 1 

10 


20 25 

30 

35 40 | 

Ns] 

50 

1 55 | 60 | 

PP Cost 

M2~ 

12 

12 

[IS ] 

15 

Qjn 

18 IB 

18 

21 21 1 

EJ 

~24~ 

1 m [ 2C 

U 



L 

EVEL 







CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 11 

12 

13 

14 

15 

Required Character Level 

1 

1 

2 

5 


15 

20 

25 

30 

35 

40 

45 

so 

55 

60 

PP Cost 

14 

14 

16 

16 

18 

13 

20 

20 

23 

23 

25 

26 

26 

28 

30 

Area of Effect fm) 

4 

A 

5 

5 

6 

6 

7 

' 7 

8 

3 

12 

14 

14 

16 

20 

Charge Time 

70 

70 

701 

70 

70 

70 

70 

70 

79 

70 

50 

50 

SI 

50 

50 


This Technique raises affected targets' Attack Power, Magic, and Attack 
Accuracy. It dramatically improves your character’s speed in dispatching 
enemies. Used quickly, the Technique only affects your character. 
Charged, it improves the stats of nearby allies as weiL The duration of 
this Technique improves with every five new levels attained. 



















































































































































































































































































































Stats for Quick Cast 



LEVEL 

CATEGORY 

1 

2 3 

4 

5 

6 

7 

a 

9 

10 

11 

n 

13 

14 

11 

5 

Reaped Character Level 

1 

1 2 

5| 

10 T 

jK 

20[ 

25] 

M 

35] 

40j 

4b\ 

5of 

55 } 

so) 

PP Cost 

12 

12 12 

itr 


JlL 

. ill 

TbI 

M 

21~| 

nn 


M 

jn 

~aT1 


Slats for Charged Cast 



LEVEL 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

Required Character Level 

T 

1 

2 

5 

10 

15 

201 

25 

30 

35 

40 

45 

iso 

55 

60 

PP Cost 

J4 

14 

H 

16 

10 

IS 

20 

20 

23 

23 

25 

26 

J 26 

28 

30 

Area af Effect fm) 

41 

4 

5 

5 

6 

6 

7 

7 

8 

0 

12 

14 

14 

16 

20 

Cl isrqeTIme 

701 

70 

70 

70 

70 

70 

70 

70 

3 

70 

50 

50 

50 

50 

50 



Deband raises affected targets’ Defense, Resistance, and Evasion. This 
Technique makes it much easier to survive dangerous encounters, Used 
quickly, the Technique only affects your character. Charged, it improves 
the stats of nearby allies as well. The duration of this Technique improves 
with every five new levels attained. 


Jellen a a 


Stats tor Quick Cast 









L 

EVEL 







CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

Requir^ Character Level 

1 

1 

2 

5 

to 

15 

20 

25 

30 

35 

40 

45 

50 

55 

60 

PP Cost 

0 

0 

8 

0 

11 

11 

13 

J3i 

15 

17 

10 

19 

21 

21 

23 

Range (m) 

12 

13 

13 

13 

14 

14 

15 

I5j 

16 

17 

20 

20 

22 

22 

24 

Slats for Changed Cast 


LEVEL 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

ID 

11 

12 

13 

14 

15 

Required Character Level 

1 I 

1 

2 

5 

10 

15 

20 

25 

30 

35 

40 

45 

50 

55 

60 

PP Gosl: 

‘6 

8 

8 

8 

11 

pT 

J3 

13 

15 

17 

19 

19 

21 

21 

23 

Rattpe (m) 

8 

9 

0 

9 

10 

10 

11 

11 

12 

13 

15 

15 

16 

16 

13 

Charge Time 

50 

50 

50 

50 

50 

50 

50 

50 

50 

50 

30 

30 

30 

30 

30 



Jellen is a Technique that you use to lower enemy Attack Power, Magic, 
and Accuracy, Use this in combination with Deband to prevent enemies 
from killing your group] Used quickly, the Technique only affects a 
targeted enemy. Charged, it lowers the stats for a cluster of enemies, The 
duration of this Technique improves with every five new levels attained, 

\ ___ 


Zaire 0 ® 


Stats ton Quick Cast 



LEVE 

L 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

Required Character Level 

t 

1 

2 

5 

10 

15 

20 

25 

30 

35 

40 

45 

50 

H55 

60 

PP Cost 

6 

8 

a 

8 

11 

11 

13 

' 13 

15 

17 

19 

19 

21 

; 21 

23 

Range On} 

12 

13 

13 

13 

14 

14 

15 

15 

16 

17 

20 

20 

22 

22 

24 


Stats for Changed Cast 



LEVEL 

CATEGORY 

1 

2 

3 

4 

5 

6 

7 

8 

9 

ID 

11 

12 

13 

14 

15 

Required Character Level 

1 

1 

2 

5 

10 

15 

20 

25 

30 

35 

40 

45 

50 

55 

60 

PP Cost 

6 

a 

8 

0 

11 

11 

13 

13 

15 

17 

19 

19 

21 

21 

23 

Benge (m) 

8 

9 

9 

9 

10 

10 

11 

11 

12 

13 

15 

15 

16 

16 

18 

Cliarge Time 

50 

50 

50 

50 

50 

50 

50 

50 

50 

50 

30 

30 

30 

30 

30 


mm 

Zalure lowers enemies' Defense, Resistance, and Evasion. This Technique 
works wonderfully in concert with Shifta to bring enemies down quickly 
and efficiently. Used quickly, the Technique only affects a targeted enemy. 
Charged, it lowers the stats for a cluster of enemies. The duration of this 
Technique improves with every five new levels attained. 



photon Blasts are the heavy artillery of a Phantasy Star battle. Early in your 
career, you have a starter MAG. The little guy doesn’t look like much, and all he 
does is add a few points to your stats and soak up free items However, MAGs 
soon evolve into a higher grade. Evolved MAGs give you the power of Photon 
Blasts-, 


To start a Photon Blast, press and hold down both bumpers. Your character 
Es suddenly surrounded with light and energy. Aim your character toward the 
deadliest enemy in the room and time this attack carefully before letting go of 
the buttons. It takes a few seconds for the Photon Blast to complete once you 
release the buttons, and fast enemies are good at getting out of the way. 


When you hit with a damaging Blast, the effects are extreme. Photon Blasts 
take sizable chunks of boss' Hit Points, and almost all non-bosses are killed or 
brought low on health with a single strike. Groups of players should time Photon 
Blasts in such a way that bosses are hit by a few of these in tandem. 


Look.on your lower screen during a quest. There is a section of the display that 
houses a small figure with several bands around it. These bands light up as you 
fight, do damage, and take damage. Eventually the entire figure starts to glow. 
That's your signal that a Photon Blast is ready to go. From here, you can also 
see which of your teammates are ready for a Photon Blast. 


iects of Photon Blasts 

1 A powerful charge with high direct damage to anything struck (best at ending Photon Blast chains} 
4 |ircle of lightning that extends out from the user’s location 
4 Free Photon Points for everyone involved in the Photon Blast for a short time 
4 A super-strength Shifta/Deband/Jellen/Zalure (ideal for starting a Photon Blast combo) 

































































































































































P f are a crucial part of an adventurer’s inventory. These partially sentient machines 
iveral things to make your life easier out in the Held. First off, MAGs improve the 
combat statistics of. their user. As MAGs gain levels, they add more and more to Attack 
Power; Attack Accuracy, Detense, or Magic. You determine which stats are raised based 
ten how you teed your MAGs. All of this is explained in this section so that you can help 
■aroor MAGs grow and become the best they can be. 





□EUELDPER TIPS: 

riRG mflifiTEnflricE 



Maintain Mags constantly. Mags eat five 
items at a time and become hungry again 
after 3 minutes. 


\ 


Mags evolve, according to what you feed it, 
at Levels 10,30 and 60. 

• Gunswords/Swords/Spears increase a Mag '$ 
Attack Power attribute (ATP) 

• Guns increase a Mag's Accuracy attribute 
(ATA) 

• Wands/Pods increase a Mag's Tech attribute 
(MST) 


• Armor increases a Mag's Defense attribute 
(DEF) 




\ 


According to the Mag's level, some items 
decrease a level of 3 Mag's attribute 




Before going farther, it’s wise to explain MAG statistics. Look in the menu and select the MAG submenu. From there you get to choose from all available MAGs in your 
inventory. Equip or remove the creatures if you want, or choose to feed them from that area (more on this later). 


Refer to the lower screen for a few pages of information about each MAG you highlight This is where you can see how advanced your buddies are getting. 



Tier 1 MAGs 


IG statistics 


MAG STATISTIC HOW TO IMPROVE 


FFFHVF ON YOUR CHARACTER 


Level 

Feed any items to your MAG 

Synch 

Feed anything to your MAG and avoid being knocked unconscious 

Power 

Feed your MAG melee weapons 

Guard 

Feed your MAG armor 

Hit 

Feed your MAG ranged weapons 

Mind 

Feed your MAG force weapons 

Photon Blast 

Gain MAG Levels 

Nature 

Feed the MAG five items in a row of a different personality type 


Hone (this is just an indicator of a MAG's power) 

Raises the chance for your MAG to use support abilities 

Raises Attack Power 

Raises Defense 

Raises Attack Accuracy 

Raises Magic 

Allows special attacks that are extremely deadly 

Controls what type of support ability the MAG uses to aid your character 


MAG Levels go all the way up to 100, just like character levels. Every time your MAG's stats improve, it gains a level. Thus, you can add 100' points to your character by 
grabbing a fully leveled MAG. That's a huge difference early in the game, and even later on it’s nothing to laugh atl 
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All new characters start with afresh MAG. These little fellows don't give you much, but they didn’t cost you anything either. MAGs count as a form of equipment, so 
you're free to equip and unequip them at will. , 

Let's say you lose your MAG (or trade him away). Is there another way to find new MAGs? Certainly, The cheapest way is to create a new character and put the MAG 
from that person in the Joint Trunk, a feature of the Hunter's Guild. That tets you give another character a free MAG. Then, you can delete the new character and make 
yet another for additional free MAGs, as needed. 

if that sounds a bit unfair to you, there is another way. After several quests in Story Mode, your group learns about the sewers, a part of town that contains extra stores. 
Visit the Photon Collector with five Photon Drops. Purchase a new MAG from there at any time (it's still a starting MAG with no bonus stats). 

We mentioned that you can trade MAGs. That’s useful for buddies, but it’s also a good feature tor solo players, When one of your characters is getting the majority 
of playtime, have that person carry a primary MAG along with a secondary MAG. Raise the secondary MAG with a different type of food. That way, you use items that 
would otherwise go to waste, Then, when the MAG gets strong enough, put the MAG in the Joint Trunk and let a newly created character use a powerful MAG to help 
with his or her early leveling. 



Tier 2 MAGs 


Feeding lie 

The only way for a MAG to grow is through feeding. These things don't care about combat or quests. They want to eatl And eat they shall, as long as you find the items 
they want 

There are several issues involved with feeding MAGs. First off, you can only feed them several items at a time. If your MAG hits its limit it won't be able to eat any more 
for a few minutes. Simply go on with your adventuring and earn more money and Experience while you wait. 

Mot all items are equal when it comes to digestion. Different equipment and items provide bonuses to different statistics. If you feed your MAG anything that you have in 
your bag, it’s likely that you'll end up with a weaker mix of stats. Sure, you’ll hit level 100 much sooner, but your HUcast might have +30 to Magic, Useful? Hardly. 

It’s much better to play your path to 100 and figure out what stats you want. Full Attack Power? A mix of Attack Power and Accuracy? Some Defense? Choose what 
you want and feed accordingly. The tables below reveal the bonuses granted by various items. Notice that a number of items both raise and lower certain traits. That's a 
good thing; it allows you to remove unwanted amounts of peripheral stats. 



Tier 3 MAGs 


THERE'S HO GOIDG BOCK 


You can't delevel your MAG. That's why it's so important to avoid getting even a single level in a stat you don't want. For instance, 
a CAST halfway to a point of Mind would be in danger of gaining a bonus to Magic. That bonus comes at a cost in future Power, 
Defense, or Accuracy. 

To avoid this fate, the CAST's player feeds ranged weapons to the MAG to lower its Mind. 
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OBJECT RARITY 

POWER 

GUARD 

HIT 

I MIND 

SPECIAL | 

One Star 

3 

-1 

- 

- 


Two Stars 

4 

2 

-3 

- 

- 

Bonuses and 

Three Stars 

four Stars 

5 

6 



penalties are 
reduced by one 

-4 

" 

" 

point (each) for 

Five Stars 

7 

“5 

- 

- 

every new tier your 
MAG reaches 

Six Stars 

8 

-6 

- 

- 

/ 

Seven Stars 

9 

-7 

- 

- 


ganged Uleapon Feeding Table 




[object rarity 

POWER 

GUARD 

HIT 

MIND 

SPECIAL j 

One Star 

- 

- 

3 

-1 


Two Stars 

- 

- 

4 

-2 

Bonuses and 

Three Stars 

- 

- 

5 

-3 

penalties are 

Four Stars 

- 

- 

6 

-4 

reduced by one 
point (each) for 

Five Stars 

- 

- 

7 

-5 

every new tier your 
MAG reaches 

Six Stars 

- 

- 

8 

-6 


Seven Stars 

- 

- 

9 

-7 


Force Uleapon Feeding Tables 




object rarity 

POWER 

GUARD 

HIT 

MIND 

SPECIAL 

One Star 

-I 

- 

- 

3 


Two Stars 

-2 

- 

- 

4 

Bonuses and 

Three Stars 

-3 

- 

- 

5 

penalties are 

Four Stars 

-4 

- 

- 

6 

reduced by one 
point (each) for 

Five Stars 

-5 

- 


7 

every new tier your 
MAG reaches 

Six Stars 

-6 

- 

“ 

8 


Seven Stars 

-T 

- 


9 


Grinder Feeding Tables 




OBJECT rarity 

POWER 1 

GUARD 

HIT 

MIND 

SPECIAL 

One Star 

3 

3 

3 

3 

Bonuses are slowly 

Three Stars 

5 

5 

5 

5 

reduced for higher 
tier MAGs 

Five Stars 

5 

5 

5 

5 


minor end unit Feeding lames 



1 OBJECT RARITY 

POWER 

GUARD 

HIT 

MIND 

SPECIAL 

One Star 

- 

3 

-1 

- 


Two Stars 

- 

4 

-2 


Bonuses and 

Three Stars 

- 

5 

-3 

“ 

penalties are 

Four Stars 

- 

6 

-4 

- 

reduced by one 
point (each) for 

Five Stars 

- 

7 

-5 


every new tier your 
MAG reaches 

Six Stars 

- 

8 

-6 

- 


Seven Stars 

. 

9 

-7 

- 



mates and Enemy item Drop Feeding lames 


1 OBJECT RARITY 

POWER 

GUARD 

ijpTi r — 

One Star 

1 

1 

- 

- 


Two Stars 

2 

1 

- 

- 


Three Stars 

3 

2 

- 

- 

Power bonuses drop 
by one point per 

Four Stars 

4 

2 

■ 

- 

tier of MAG, Guard 
bonuses drop at 2/3 

Five Stars 

5 

3 

- 

- 

that rate 

Six Stars 

6 

3 

- 

- 


Seven Stars 

7 

4 

- 

- 


ouiiizerind Element Fending Tilled 


1 OBJECT RARITY 

POWER 

GUARD 

HIT 

MIND 

SPECIAL 1 

One Star 

- 

- 

1 

1 


Two Stars 

- 

- 

2 

1 


Three Stars 

- 

- 

3 

2 

Flit bonuses drop by 

Four Stars 

- 


4 

2 

one point per tier of 
MAG, Mind bonuses 

Five Stars 

- 

- 

5 

3 

drop at 2/3 that rate 

Six Stars 

- 

- 

6 

3 


Seven Stars 

- 

- 

7 

4 



Fluid and Technique Dish Feeding Tables 


OBJECT RARITY 

POWER 

GUARD 

HIT MIND SPECIAL 

One Star 

1 

- 

- 

1 

Two Stars 

1 

- 

- 

2 

Three Stars 

2 

„ 

_ 

3 Mind bonuses drop 




by one point per 

Four Stars 

2 

- 

- 

4 tier of MAG, Power 





bonuses drop at 2/3 

Five Stars 

3 

“ 

" 

s that rate 

Six Stars 

3 

- 


6 

Seven Stars 

4 

- 

- 

7 

Trap and Fcnctien Item Feeding Tames 

OBJECT RARITY 

POWER 

GUARD 

HIT MIND SPECIAL 

One Star 

- 

1 

1 

- 

Two Stars 

- 

2 

1 

* 

Three Stars 

- 

3 

2 

Guard bonuses drop 

Four Stars 


4 

2 

by one point per tier 
of MAG, Hit bonuses 

Five Stars 

- 

5 

3 

drop at 2/3 that rate 

Six Stars 


6 

3 

- 

Seven Stars 

- 

7 

4 
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All MAGs develop a favorite food based on their personality. Feeding your MAG 
a favored food increases the effect of the item by one rarity level. If your MAG’s 
personality changes, so too will their interests in food. 
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There are several levels that stand out when youTe leveling your MAG. Level 10 is the biggest, as that is the first time your MAG evolves into a higher tier Your MAG 
learns a Photon Blast when that happens, and your entire career changes because of it. Photon Blasts are critical for boss fights, so you want to get your MAG to level 
10 as soon as possible. Don’t pass go, don r t collect 200 Photon Drops until you've gotten this done. 


Tier 4 MAGs 

Tier one 


Your MAG starts at Tier 1 and climbs quickly through the ranks. You don’t have to do anything special here. Choose your favorite stat and start feeding the right type 
of items to raise it. Look at the smalt table below to see if your favorite stat gives you the Photon Blast you want 


FAVORED STAT PHOTON BLAST 


Power Strong forward charge, high damage 

Guard Buff aflies, Debuff enemies 

Hit Circle of lightning hits all nearby enemies 

Mind Temporary boost to Photon Points 

Tier Tuio 

Highest Stat Determines Form 

Now that you have your Photon Blast, it's time to think more about the Song haul. Your next evolution isn't until level 30, and that’s a fair amount of time. If you only 
raise one stat, you get a special form at leva! 30. Otherwise, your highest stat determines your form and you receive a more common MAG, Neither is better than the 
others; it’s just a matter of choice. 

Tier Three 

If All Secondary Stats = 0, You Receive One Form 

Otherwise, Your Highest Slat Gives You a MAG of an Appropriate Type 

The journey from 30 to 60 doesn't take as long as you'd think. By this phase, most players know what they’re doing and have figured out a feeding routine that keeps 
things moving. 

Look carefully at your stats, especially if you’re raising a bit of everything. The next evolution can go several ways. 

Tier Four 

Primary Stat > Secondary Stat > Third and Fourth Stats 

At level 60 you reach the "final” tier. After this upgrade you have 40 more levels to score free points and improve your MAG. However, this might not be your final 
form after all. Every five levels the system checks to see if your numbers have changed enough to warrant a new form. If you are close to having a different MAG, there 
is still time to shift! 

Also, there are special items that change the look of your MAG permanently. These items are snagged from special monsters, and you can’t usually use them until 
your MAG is very high level. You get to keep your old Photon Blast if you change forms, so don’t worry about losing something you enjoy. 



Rare MAGs 
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Veterans of Phantasy Star games already know what a difference it makes to 
know your enemies. These games are all about proper positioning and tactics. 
High stats and extra levels make everything easier, of course, but a skilled player 
can finish fights more quickly and with fewer items. Read through this chapter 
to learn about your enemies and their weaknesses. 


This is a land baked under a harsh sun, but plentiful water keeps the vegetation 
thriving. The creatures here rely heavily on melee attacks; they're mostly a weak 
bunch that can be destroyed without fuss. Use weapons with a high Native 
attribute tor the greatest effect. 

Only the dragon boss, Reyburn, stands in your way. He's a serious combatant, 
and groups should bring armor with Fire Resistance if possible. 
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Tactics 

Vulkures arrive in small groups, These trying creatures are relatively fast, 
but their low health and weak attack power prevent them from being a 
major threat Ignore them while killing more dangerous targets. 

When possible, keep primary enemies between yourself and the Vulkures. 
This limits Vulkure attacks and gives you tree hits if you're using an area- 
of-effect weapon (or if your first target dies in the middle of a combo). 


Immunities 

4 None 


Attribute 

< Native 


Tactics 

Ghowh are another nuisance target, They rush underfoot while you're 
attending nastier foes. Hold back to pelt them at range and lure them to 
your position, Melee characters can wade through them while charging 
other foes; their health is so low that it isn't worth going around them. Kill 
them and get them out of your hair. 
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Tactics 

Grimhies are a type of boar. They are large and robust, but like many 
Gurhacjan enemies, it's easy to herd them. Come in from the sides, attack 
fast, and kill to your heart’s content. Melee attacks and all Techniques are 
very effective. Ranged weaponry does well too until you reach Super Hard 
difficulty, but even then it's good enough to get by. Watch for the scaling 
of Resistance to Fire damage in the later tiers. That's about the only thing 
worth avoiding. 
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Tactics 

Tormatibles are boars of a rarer variety. These enemies look almost 
identical to Grimbles, so it's sometimes hard to know that you're even 
dealing with them until you’re in melee range, They have more health 
and do more damage. However, they're worth much more Experience 
than their cousins, so It’s a good thing when you come across them. 
Tormatibles have the same immunities (which is to say that they have 
almost none) and generally have much better Resistances. Dark and Ice 
attacks are the most effective tools for slaughtering these foes. Everything 
else Is a slugfest 
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Tactics 

Heltons are the heaviest hitters in Gurhaola Valley (save for Reyburn 
himself). These massive beasts are unmistakable. They're large, fast when 
they’re leaping, and capable of dealing high damage to targets. Their pelts 
are bright red, so you can see them coming a mile away, 

Don’t stand and tight Helions. Draw them toward you but run or Evade 
to avoid their leaps. Don't attack them until you've gotten to their flanks. 

If other characters are distracting the Helton, hit them with full combos. 

If you're the primary target, hit them once or twice and Evade as soon as 
the Helton starts fuming toward you, 

Almost all damage types work well at lower difficulties, but these 
monsters scale very well In the higher difficulty modes. Melee characters 
lead the attack in the highest modes, while other characters do their best 
to distractthe Helions and keep some damage going against them. 


Tactics 

Blaze Helions are even meaner than their standard brothers. They have 
turned a yellow color because of the extreme heat and energy Inside their 
bodies. They've become immune to Burn effects, and alf of their combat 
stats have improved. The same tactics work well for killing them, but it 
takes more time and investment to pull it off. Melee characters are your 
saving grace, since everyone else is quite ineffective at dealing much 
damage. Ice attacks are okay, but that’s about it. Ranged characters might 
even consider switching to melee attacks if they have a suitable weapon 
(such as a Gunblade). 
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Resistance to Damage (By location) 


LDC DIFFICULTY OEFX DODGE X MELEE RANGED RFLE ICE ELEC LIGHT DARK 


Periodically, Reyburn takes off and strafes the area. Spread out your team and Evade while watching 
the minimap. If the dragon’s orange dot is heading toward you, run as fast as you can in a perpendicular direction. And 
pray! The big guy lands after several sets of these attacks. If the fight lasts long enough, Reyburn takes off again and 
firebombs a wide area. This is even harder to avoid compared to the strafing, but he'll only do it once before landing 
again. Afterward, he’ll swap strafe/firebombing runs each time he takes off. 

Avoid rear attacks when you can. Reyburn’s thickest scales are there, and only melee characters can penetrate them 
tor substantial damage. The sides are tar better.. Force Users do their best damage with either Ice or Electricity, 
depending on the target area. Ice Is best for the main body, but Electricity Is king everywhere else. Q 

If enough characters focus their attacks on the head, it's possible to break its defense, Afterward, Reyburn takes ^ 
more damage from alt attacks and can lose his health rapidly. Players of previous games may be tempted to break 
the feet as well, but there isn't a way to trip up the dragon this time around. Safe damage is in the rear; rewarding 
damage is upfront. 


Ranged characters should aim for the head and be ready to Evade at all times, 

Reyburn breathes fire each time he repositions. The fire attack spreads out over distance, making it 
harder to avoid If you get too far away. Move toward Reyburn while cutting diagonally to the side. 
This gives you a much better chance to Evade the flames. 
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Reyburn is a dragon that guards the end of 
Gurhaola Valley. He can toast entire parties 
if you aren't careful. His damage output is 
off the charts, and he has many ways to 
make life difficult for everyone involved. ^ 

First, Reyburn is tough to approach. He’s notoriously mean to 
melee fighters. His moving feet do damage, he can bite, and if he 
spins his tall, it hits everyone in the area (painfully), His head takes 
the most damage from hits, but nailing it requires constant repositioning, 
A safer and slower target is to attack Rayburn's flank with a longer melee 
weapon (e.g., a Sword). 
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Tactics 

Hypao are modified seals with electric powers and thick skin. They take a 
fair beating to kilt. Hypao use direct melee attacks and a short-range area- 
of-effect burst to fight their enemies. Ranged characters are safe and can 
lead them around, but melee fighters have to advance, inflict damage, and 
then Evade when Hypao raise their tatls; that's the sign that the Lightning 
attack about to begin. Evade away even if you eat the damage from the 
first burst of Lightning. The.attack ticks twice, and you save yourself half 
the damage even with a late roll. 

Fire and Ice work equally well to kill these freaks. Force Users clear the 
field with Hypao (unless the heroes try to use Electricity, but why would 
they even try that?). Other characters have a harder time because these 
foes have such thick skin. 




Rain fails for over half the year in the Ozette Wetlands, Its wooden footpaths 
were made long ago, though the original creators are long forgotten, None of the 
creatures that live here are bothered by the humidity; your allies may not share 
this comfort with the rain and marshlands. Stick to the dry areas! 
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Tactics 

Porel are small blue frogs that swarm newcomers to the Wetlands. 
They're fairly harmless once you get used to the place. Stay at range for 
safe kills, or rush them with a full combo for a fast victory. Even at the 
highest difficulty modes, you aren't going to have issues with Porel; they 
aren't strongly resistant to anything. 
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Tactics 

Pomarrare brightly colored frogs that fight like their Porel cousins. These 
frogs have a poisonous bite, so they have more damage potential. Lure 
them together and use large Force attacks or area-of-effect weapons to 
clear them quickly. Otherwise, there aren't any changes from what you're 
used to. For a "rare" creature, these frogs are actually quite common. 
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Tactics 

Vespao aren't worth much more Experience, but they attack more 
frequently and more aggressively than Hypao. You can recognize them 
at range by looking for their lighter color and raised ears. Force Users 
are the best characters for clearing them out. Melee killers must bite the 
bullet and accept some damage. As before, Fire and Ice are the keys to an 
easy victory. 
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Resistance to Damage (By Location) 
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Tactics 

Pelcatraz are slow fliers that have multiple types of area-of-effect attacks 
(abilities that hit all targets within a given region). Their wind attack is 
a forward-facing burst that does decent damage. It's easy to avoid by 
fighting from the flanks, so don't worry top much. Instead, watch for the 
whirlwind spin that hits all melee targets. When possible, use ranged 
attacks or short bursts to limit your exposure to these area-of-effect 
attacks. Force Users are the best characters for killing Pelcatraz; Fire and 
Electrical attacks are devastating against them. 
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Tactics 

Pelcatoburs are an extremely rare variant of the flying Pelcatraz. These 
birds have a similar coloration, so look carefully around the reck to tell 
the two apart. Pelcatoburs have a thicker neck and beefier bodies as 
well, attributes which are also reflected in their statistics. Though these 
birds fight in the same manner and share the same weakness to Fire and 
Electricity, Pelcatoburs have massive health and deal more damage with 
all of their attacks. Swarm them and gat your lucrative kills early in the 
fight. You can't afford to turn your back on these fellows. 
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Tactics 

Bring a weapon with a high Beast Affinity into the Wetlands. Octo Diablo is much harder than the creatures In the general area, so he's worth the 
effort. 

Avoid Octo Diabto's tentacles by running to either side when they rise above 
your character. Evade if you're moving slowly, or keep running in either 
d i rection if you're already going at full speed. 

Dodge ink blasts with the Evade command, Watch Octo 
Oiablo's head to see the attack coming. Also watch for 
the air intake that Octo Diablo uses in 
the fight. Run away from the mouth and heal your 
character if you’re worried about being drawn in. 


Evade to the outer edge of the circle to dodge 
the whirlwind of tentacles. Don’t wait for even a 
moment; the sooner you Evade, the farther you 
can get from the tentacles before the damage 
ticks, Getting hit once Is still better than taking 
multiple hits, so a failed Evade remains than 
nothing. 


Used ranged attacks on Octo Diabio’s mouth when 
it’s exposed. The best time for this is after a period of 
sucking people toward him seif. Ranged characters are best for 
this, and they can do unrivaled damage for a brief period. 
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Rioh Snowfietd is in the mountains above Datron City, located with a fairly short but rigorous walk from town, A number of CAST from ancient times are sleeping there, 
waiting for their time to live again, but there are also various monsters wandering in the snow. 
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Tactics 

Usanny are considered monsters by the Hunter's Guild's definition. As 
such, they are a danger to travelers that pass through the Rioh Snowfield. 
That said, there are many who debate their Inclusion in the monster 
list because the creatures are almost ineffective at hurting their targets. 
Coming In small groups, these pests' get in the way more than anything 
else. You'll help Dairon City’s farmers and gatherers by clearing them out 
of the area. Ranged and Fire attacks do the trick wonderfully, but wide 
melee weapons kill the groups effectively too. 
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Tactics 

Although Black Usanny have higher Resistances, they’re still very easy to 
kill. The hardest thing about these creatures is the task of finding them. 
Even repeated trips to the Rioh Snowfield won't guarantee a glimpse of 
these rare and elusive beasts. 























































































































































































Tactics 

Staggs m mid-range melee enemies with a moderate Resistance to 
melee damage and even higher durabi lity against most Techniques, Use 
ranged damage and Fire to destroy them quickly, or apply fash single- 
target melee weaponry, Stagg attacks are easy to recognize; they leap into 
their victims and attack whatever is in front of them.. Evade to,stay away 
from the antlers, then back off to hit the targets at range or a 
flanks lor safer combos. 
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Tactics 

Reyhounds fill a similar niche to the Staggs; they have simple melee 
attacks that they use to kill enemies standing In front ol them. Use 
flanking attacks, Fire, and ranged weaponry for safe and easy victories. 
As with most Rioh monsters, Reyhounds aren't able to use sneaky tricks. 
They’re quite straightforward. 
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Immunities 

i Death (Hard, Super Hard) 

Attribute 
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Tactics 

Hildegao are the K-species of the Rioh Snowfield. There are several 
breeds of these massive gorillas, though Hildegao are the most common 
variety seen by adventurers, All of the large gorillas are known for their 
thick hides, enduring health, and sheer ferocity. Watch for them to pull 
their arms back; this is a sign of aggression, and Hildegao charge forward 
after posing in this manner. It’s best to Evade aside and attack the 
enemies from the rear afterward. 

As is common in Rioh, ranged weapons are king. Alternatively, Fire and 
melee weapons deliver adequate results, but it takes a long time to kill 
Hildegao with these tools. Remember to group together and have two or 
three people tackling the same Hildegao, while anyone left over distracts 
additional targets to prevent them from complicating the battle. 


Tactics 

Hildeghana are the females of this gorilla species. Though they have the 
same white pelts, they can be recognized by their flat ears (as opposed to 
the males' high, raised ears), Hildeghana have almost the same combat 
statistics as the males, but luckily, the few differences make them slightly 
easier to bring down. They lack some of the males’ melee Resistance, and 
ranged attacks go straight through them t Force Users, as before, should 
stick with Fire attacks only. Hildeghana take almost no damage from any 
of the other Technique types. 


Tactics 

Hildeglgas are rare gorillas, immediately known by their red coloration. 

Be wary of Hildegigas; they have more strength than their more common 
cousins, and they also share Increased Resistance to almost all forms 
of damage. Interestingly, Light damage does more to them than Fire. 

Their style of attack Is identical to Hildegao and Hildeghana. It Is more 
important than ever to Evade the slow but lethal melee attacks of these 
beasts. Avoid overextending yourself during combos and plan for a longer 
fight than usual. 
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Paru is the location of Oblivion City, a relatively untouched area of ruins from 
before The Great Blank. Adventurers have a hard time exploring there because 
of the myriad traps left behind by the ancients. Additionally, there are quite a 
few monsters in the ruins. There are native creatures, beasts, and machines all 
crunched together in Pam. Remember to take a variety of weapons along! 
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Tactics 

Bollx are small mollusks that live inside discarded containers. These 
creatures move slowly and have little health; they aren’t a major threat to 
your party, Destroy them after you’ve 1 dealt with larger beasts in an area. 
The only serious defense these things have Is their Resistance to damage, 
This would be more of a problem if B'd'lix had enough health to last As 
long as you don't use Ice on them, you’re In great shape. 
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Tactics 

Goldlx are a rare form of Bollx. This variety looks for less common boxes 
to dwell in. Goldlx have blue skin and use golden boxes as their armor. 

It takes barely more than a stiff breeze to kill Goldlx as long as you avoid 
their favorite damage types (see the chart above). Even with such high 
Resistances, it’s easy for melee characters to kill Goldlx. Force Users 
should use Fire or Dark attacks, while ranged characters have the most 
problems. Consider switching to Techniques or-melee weaponry even if 
you are a ranged class. 
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Tactics 

The B2 santries in Pam sport heavier armor, larger puns, and a cool blue 
paint job, Electrical attacks are still their bare. Swarm the B2s and Jake 
them out before you worry about other targets in the room. Grouped 
melee strikes prevent them from firing well, andtfat gives any Force 
Users time to get the appropriate Techniques ready. Zonde for the win! 




Fruoutang look like simple beasts, but they're well armed with relic 
weaponry and know how to use their equipment. At range, Fruoutangs 
fire pistols at your characters. They do plenty of damage (more than 
almost anything in the region), but they don't attack often. That’s a 
considerable boon. If there are other troublesome enemies like Izhiraks, 
you are somewhat safe taking them down first while ore person distracts 
the Fruoutangs. 

Up close, these simians swing wide and are hard to flank. Melee 
characters should go all the way around to the back before attacking. Use 
Evade to get away from Fruoutang swings as soon as they start moving, 
then circle back around the monster for the kill. 
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Tactics 

Frunakeds have a deeper skintone because their fur is extremely fine 
compared to Fruoutang. You won’t see these creatures often; they’re 
certainly one of the rarer things in the game. That’s both good and bad, 
Frunakeds are fun to tight and are worth a pile of Experience, but they 
take a beating. Anyone playing on Super Hard difficulty is going to have 
a nice fight when he or she gets one of these. It makes such a huge 
difference if you have a good Force User to cast Barta. Combine this with 
Shifts and Zalure to Improve your kill time dramatically, It's worth the 
investment! 
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The Makara Ruins are farther from Dairon City than the areas where Hunters 
often travel. Many rumors surround the location; people talk about ancient 
machinery that once allowed transportation over great distances. It may indeed 
be there, and perhaps it still works. However, Hunters who have gone through 
the area have previously reported that there are many dangerous monsters and 
environmental hazards. 
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Tactics 

D Mobius and D Chaos are linked; they seem like two discrete craft, but 
they share a health total. Think of them as being mobile body parts for 
the same boss. As such, you need to decide which spot to damage 
based on your character and weapon type. Melee characters get to 
wreak havoc on D Chaos. Though D Chaos has strong overall armor, 
especially in back, Its forward sections get ripped open with ease. 

That is even more the case if you have a melee weapon that 
hits multiple spots. D Chaos is also a good target for melee 
characters because it turns slowly and has to fire to damage 
nearby foes, 

D Mobius, on the other hand, is a softer target for 
characters with ranged weapons and Techniques. 

This craft’s lighter armor can't sustain hits very 
well, and It relies on melee damage to crush your 
characters. Stay at medium range to avoid the 
damage and the slowing effect of the drill, 
and use Zonde to destroy the machine's 
electrical systems. 

Save Photon Blasts for later in the 
fight. The two machines come 
together in the center of the map 
and spin around looking tor 
targets, A well-placed Blast Is 
certain to hit. That’s a fight 
breaker right there i 
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Tactics 

Batts are lust what you'd expect: they are nuisance creatures that swarm 
adventurers while distracting you from the real enemies. Use area-of- 
effect weapons to kill the swarm en masse, or wait until more dangerous 
enemies are dead before taking the Batts on. 
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Tactics 

Bullbatts are blue-colored Batts with a somewhat stronger Resistance 
to Techniques. They still aren’t a dire threat. Blast them down after the 
bigger guys fall. 
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Tactics 

Rumoies burrow and come up underneath their targets. This makes 
them tricky if you Ipse sight of your targets or it there are several 
Rumoles coming from different angles. To make things worse, these 
monsters are good at interrupting attacks with their own claw swipes. 
It's much better to have Rangers and Force Users kill Rumples; the 
monsters incur more damage from these characters and interruptions 
won't be much of an issue. 
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Tactics 

Kapanthas are the fiigh-risk/higlWeward part of the enemy team. They 
don't stand up to much punishment, but they're good at melee. Expect 
Kapanthas to close the gap quickly and engage your people. By the stats, 
it looks like Rangers and Force Users are best at killing them. That’s true 
to a point, but regular Hunters are good at tying them up without getting 
ripped apart. It’s wise to double team these panthers. The melee character 
distracts while the damage dealer finishes off the kitty without delay. 
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Tactics 

Rohjade are a sublime source of Experience in the early game. These 
creatures are reliably found in the tatter parts of the Makara Ruins cave 
system. In fact, the "boss fight 13 of the area features a number of them 
in tandem, promising fair Experience fora relatively easy encounter. 
Once you know how to beat these guys, ifs awfully easy to wail on them 
without getting hit much in return, 
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Tactics _ 

Rohcrysta are the same cfeatures as Rohjade; the difference Is that these 
beasts are much older. TheyVe accumulated years pf mineral deposits 
in and around their scaly bodies. These deposits increase the amount 
of damage Rohcrysta can sustain before collapsing. They're also a bit 
deadlier when they race around the room; don't get in their way. Fights 
take longer when you err on the side of caution, but it's for the best, 


When you reach Super Hard difficulty, these nasty fellows become ten 
times worse, Everything Improves in the higher modes, but Rohcrysta get 
a boost to their Resistances that's almost unparalleled. Hunters with level- 
appropriate Techniques should switch to Barta for easier damage (or use 
a weapon with an Ice elemental effect). Rangers and Force Users are free 
to stick with their normal tactics. 


Rangers or Force Users with Ice and Light get to have a good time on 
damage. Have these characters stay to the side and take free shots while 
the monsters are standing around, Melee characters must be more 
careful. Approach, take a single combo, and then pull back even before 
your allies stop firing. When the Rohjade balls up, everyone Evades to get 
out of their way. The creatures bounce around the area for a few seconds 
and then come to a halt. Race toward them and begin new attack combos 
to finish the beast. Repeat this for other Rohjades nearby until the room! 
is clear. 


Heal quickly If you wind up underneath a Rohjade; their attacks are 
strong, and a few hits in a row tend to ruin everyone's day. Don't be 
caught off guard, especially when you're still getting used to them. 










































































































































































The Area Plant is a reactor that powers a huge portion of the moon's weapon 
systems, Though free from wandering monsters, this place is rife with 
defenders. There are machines built for war around every turn in the corridors, 
and It's best to have a weapon geared to destroy them. 
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Tactics 

Flnjer Gs surf on h.overboards and attempt to circle their victims. They fire 
lasers toward the center of the circle, where most of your group members 
stand, it's a pain to fight these machines with melee vrapons until you 
learn a few tricks. Rangers and Force Users do just |n||especially if you 
have people with high-level Zonde ready to'go. This variety of Finjers is 
colored green (thus, Flnjer G). The other types have a designation for their 
cofor as well, with R for Red and B for Blue, 

To kill Finjers in melee, rush ahead of their circle and force the Finjer into 
a wall. This stops them for a short time,until they can slip away from you. 
It's long enough that Hunters are able to slap a combo or two onto the 
bad guys, sometimes killing them outright especially if anyone domes to 


SUPER HARD 


Tactics 

Finjer Bs are colored blue, so you know 


what you're 

dealing with. These Finjers are similar to their red buddies, but they 

^Jo Immune to 

Freeze effects, which is a minor pain but doesn’t usually come Into 
play. Fire and Ice attacks are both good bread-and-butter Techniques 
for killing them, though melee slaughter is a good option too. As with 
all Finjers, you want to pin these guys against a wail and hack them to 
pieces with fast combos. 


have much stronger Resistance to Zonde. They’re ais 
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Attribute 
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Tactics 

Korse attack Intruders in two different ways. On their own, these flying 
machines are slower to track their foes and only shoot at targets of 
opportunity, They aren’t as dangerous this way, However, the appearance 
of Akorse adds command and control features to these drones (as 
discussed below, in the Akorse entry), 

Korse don't attempt to outmaneuver your people. They hover in place and 
eat whatever damage you throw at them. If they’re alone, deal with higher 
priority targets first. If they have an Akorse leading them, kill that before 
anything else. Electricity does the most damage, though everything else 
is valid as well, 


Tactics 

Akorse are painted bright orange; they serve as command units for 
groups of Korse: Make a beeline toward these machines as soon as they 
appear in an area. Korse take time to come forward and line up around 
Akorse; the leader Is always In the center, and the others are strung out in 
a line to either side. Once prepared, the group of drones fire In unison at 
a target designated by the Akorse. The damage is worrisome, and that’s 
why you must kill the Akorse immediately. 

Do you want the good news or the bad news? The bad news is that 
Akorse are pretty much Immune to Electrical attacks, What jerks. They 
take modest damage from everything else, so nobody is left defenseless 
against them. The good news is that their health isn’t THAT high, and 
killing an Akorse immediately disables all the surviving Korse in the room. 
They’ll spin for a short period and then fly toward the wails and detonate. 
Get away from the Korse and start attacking other machines In the area. 
And for the record, you do get Experience for ail Korse that destroy 
themselves. 


4 Poison (Normal, Hard, Super Hard) 
4 Death (Super Hard) 


Attribute 
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Tactics V 

Finjer Rs are strong against Fire and Electricity. You're pretty much 
limited to Barta if you want high damage numbers, though the same 
Hurtfer/Ranger weaknesses apply as with the other Finjers. 
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Resistance to Damage (By Location) 
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Tactics 

Arkzein Rs are uncommon variants of the missile, boat. They’re worth 
about double Experience, but you have to pound through serious 
Resistances, Only high-end Force Users with Megid bring big numbers 
to these fights. For other characters, it's a matter of using the same 
Techniques you’ve mastered on Arkzeins and applying them over a 
longer battle. Photon Blasts are still a wise course of action, especially for 
Rangers who-don’t have a viable melee option or upgraded Techniques. 
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Tactics 

Yup, you knew someone would make a missile boat. They're here, and 
they’re brutal. Arkzeins load up on health, damage,output, and high 
Resistances, You don't catch any major breaks, so learn how to move and 
to avoid their attacks. Don’t stay at long range with these guys regardless 
of your class, Arkzein missiles track slight® and Inflict very high damage 
when they hit. The missiles slap characters down and cause victims to 
lose even more time recovering. It’s not a good scene. 

To avoid this, close to melee range with Arkzeins and stay on their sides 
constantly, They turn toward their favored target, indicating that a charge 
is about to occur, Evade aside or you can end up eating hit after hit as the 
Arkzein flies toward your character. Roll away and rush alter the machine. 
Hit it in the back repeatedly as it recovers and prepare for a repeat 
performance. 

Sometimes the Arkzeins wait a moment before turning. This means that 
they are deploying mines. The small devices come out from a skirt under 
the machine. Puli back to avoid the mines if you are low on healing items, 
or stick on the Arkzein and accept the minor damage. 

Once you've mastered this tactic., It is very easy to kill solo Arkzein. 

Sadly, these enemies can appear in pairs; It's one of the nastiest random 
encounter groupings in the game. Unless you’re close to a boss fight, go 
ahead and use a Photon Blast when Arkzeins double up on your group. 

Hit both enemies with the same Blast for a pile of free Experience, 
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Tactics 

Humilias is a hard nut to crack because the robot is highly resistant to most 
Techniques. Your Force Users are going to deal only modest damage 
compared to their performance in other boss tights. Instead, Hunters and 
Rangers champion this battle. Hunters stay close to Humilias, whacking 
its feet as it repositions. Rangers attempt to get behind the robot and fire 
at its back. Zonde, as used on many enemies in the Area Plant, is your 
best Technique. 


Humilias’s attacks are always well placed. You won't normally avoid 
them if you’re anywhere in front of the robot, unless you time your 
evade extremely well. Watch the robot's feet as it moves. When 
the wind effect stops, Humilias stops moving. It’s very soon after 
that the robot fires its spread of beams. Evade to the side (not 
forward or back). Failure means that you get hit with a Slow 
effect or Ice, and both lead to additional damage; Humilias 
siams the area with bis sword or knee as a followup, and you 
don’t want to be there. 

Save your Photon Blasts for the second half of the fight. 

That’s when Humilias becomes even more aggressive 
with his attacks (he switches from the knee drop to the 
sword, and his output in general is higher). It's better to 
shorten that phase with your heaviest damage rather 
than rush into it prematurely. 






























































































































































































Even on the moon, where Mother Trinity’s power is greatest, she lives in 
seclusion. Apart from her creations, this machine hides in the shadows. The 
creatures that creep through the Dark Shrine are infused with a sickness; its 
cause is unknown. These dark enemies are best countered with weapons and 
armor that destroy Darkness and resist Darkness and Light. 
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Demos are small, white circles that fly through the Dark Shrine; you see 
them during the first half of the level. They’re easy to kill, pose a minimal 
risk, and should be taken out after you've fought the more dangerous 
enemies in a room, All of the Light targets In the early Dark Shrine are 
best killed with Megid (the Dark elemental Technique). 
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Zerreos appear after you enter the second portion of the Dark Shrine. 
They’re almost identical to their Light-affiliated cousins, save that Grants 
is the better Technique for killing them. Their strength and tactics are 
otherwise identical to their cousins. Kill them last and worry more about 
nastier targets first, 
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Eulid don't possess terribly much health, but they're ruthless damage 
dealers, These mysterious creatures have few visual features, but their 
long legs slice through everything that gets dose to them. Kilt them at 
range, preferably with Megid. Melee attackers work, wall against them 
too, but it's important to let someone else distract the Eulid before you 
get close, Flank the enemy before attacking to save yourself from serious 
damage. Eulid still get you with their melee spins, but only dedicated 
Rangers and Force Users may avoid everything here. 






Eulada 
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Eulada are the Dark-side version of the Eulids, They have the same overall 
appearance (save for their dark sklntone), and they too rely on meiee 
damage. Use Grants to kill them, or pair up to distract the target and have 
melee characters kill them quickly from behind. 
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Eulldveils are a rare variety of Eulid, the same as In the first portion of 
the Dark Shrine, These guys have an entirely upgraded upper body. This 
makes them easy to spot at range, so you know that you're dealing with 
tougher targets, Eulldveils have more health, do more damage, and have 
upgraded Resistances, Megid and meiee are still the way to go, as people 
without these options do only modest damage, 
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Euiadaveils finish off the series of Eulid-based enemies. The rare, Dark- 
associated Eulids also have upgraded torsos. They're Just as easy to spot. 
As usual, a mix of meiee and Grants should kill them without too much 
trouble on your part, 
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I Confuse (MormalrHard; Super Hard) 
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Tactics 

Phobos are large, white monsters that close to melee range and pound 
your people with their fists. Prepare yourself for high health and a 
considerable defense. The good news Is that Phobos move slowly and are 
easily dispatched when teams work together and gang rush them. Melee 
and Megid are wonderful (they’re always good for Light enemies In the 
Dark Shrine), Lacking that, ranged attacks and Zondeare good as well 
Anyone at a safe range should use as many heavy attacks as possible. 


Tactics 

Zaphobos are in the second half of the Dark Shrine, They have the normal 
weakness to Grants (the Ught Technique) and are best killed by two or 
more enemies ganging up for high burst damage. This prevents some of 
the Zaphobos' attacks and ; lowers'the total damage takeirby the party, 
even if there are other enemies in the same area. 


Tactics 

Mother Trinity releases three Fragments of herself during the first stage of 
her fight. You can't hurt Mother Trinity until two of these are destroyed. 

All three of these targets are relatively weak to melee and ranged attacks; 
it’s much harder for Technique users to know which to go after. Look at 
the pictures of all three enemies. The third picture has a Fragment with a 
thick white band In the center (we ll call this guy "Fragment 1"). That's the 
WORST Fragment for Technique users. It's extremely resistant to almost 
everything they have. All characters should leave that one undamaged. 

All characters are relatively good at killing the Fragment with a narrow 
black band in its center (“Fragment 2”). It's the best initial target. Next, 
kill the one with two small black stripes (“Fragment 3 ,K ). After it dies, you 
start the second phase of the fight and get to hit Mother Trinity herself. 

These Fragments don't do much damage when you're close to them. 

The trouble they create occurs shortly after they switch positions. The 
Fragments create a field of energy that damages everything nearby. 

People who race after the Fragments and Evade at the right time can 
dodge these fields rather well. Otherwise, you end up taking modest 
damage. That's about ail there is to it. 

Note that a party that is heavy with melee users and light on Technique 
users should shift from the strategy above to a different system, They 
should go after Fragments 1 and 3 instead of Fragments 1 and 2. 


This delays the Phobos and gives other characters an easier time with 
their close-range attacks, 
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Resistance to Damage (By Location) 


Immunities 

I Confuse (Normal, Hard, Super Hard) 
4 Death (Hard, Super Hard) 


Immunities 

4 Confuse (Normal, Hard, Super Hard) 
I Death (Hard, Super Hard) 


Tadics 

Zaphobos Dynas are exactly what you'd expect They're equivalent to the 
Light versions, save that they're killed with Grants instead of Megid, The 
creatures of the Dark Shrine do what they do fairly well, but they don’t: 
have many se.ctqts, - 


Tactics 

Rare Phobos have a thick plume of scales that grow behind their heads. 
These enemies are known as Phobos Dynas.. Dynas have more health and 
do more damage, but there isn't a big margin between these creatures 
and their normal cousins. Even the upgraded Resistances won t make a 
huge difference (especially when you factor in the decreased defense that 
Dynas have). You won't have any new problems killing these creeps. 
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Attribute 

i Dark 


Tactics 

Mother Trinity comes forward when two of her fragments are killed. For 
a boss at her stage in the game, Mother Trinity is actually quite easy. 
Don't be overeager, since the vast majority of damage here is avoidable. 
Mother Trinity hashes her head into the ground three times in a row 
between her ranged attacks. Don't stand close to the edge while she's 
doing this. Rangers and Force Users get to blast away with impunity, but 
Hunters need to stand a bit back and only grab single hits on 
her head (unless they’re used long-range melee weapons, 
such as a Sword or Spear), Even then, Hunters must 
be careful not to advance into her range. After the third 
headbutt, melee characters get to move forward and 
launch major combos while the ranged attacks charge. 


Immunities 

i All Status Effects 


After almost two combos worth of attacks, Evade away 
from Mother Trinity (even if you’re a ranged attacker). 

This gets you away from the beam attacks that she launches. 
Afterward, the pattern repeats. It won’t take long to kill this 
misguided mechanism. She J s doomed. Grants attacks are 
the best, but it’s essential to hit your party with Shifta/ 
Deband and your foe with Zalure if you want a faster and 
easier fight. 
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Immunities 

4 All Status Effects 

Attribute 

i Dark 

Tactics 

Dark Falz Is a demon when if comes to damage, Weil, he's actually a demon any way you look at it! 
Killing him takes some precision. Melee characters are essential to your damage output. Almost all 
Techniques do limited damage, so groups with heavy Force use may have problems, Shlfta/Deband your 
party as soon as you can. and have Force Users maintain a supportive rote throughout the fight. Attack 
if they can, but focus more on healing everyone else. As far as offense goes, Force Users need Grants. 
Charge this Technique if the spheres are relatively close together. The damage f rom multiple Grants hits 
is enough to put Force characters back on the charts. 

Rangers and Hunters should focus their attacks 
on the head. This is where Dark Falz takes the 
most damage, and It isn't hard to hit. The problem 
Is more one of tactical placement. You can't group 
your characters together; these spheres blast you 
to pieces if you do. Spread out, with any redundant 
melee characters on opposite sides of the head. 

Rangers must stay back a short distance. 

Evade to avoid the spheres, and stay on the 
lookout for the dark arm that rises from the ground 
periodically. That thing hurts when it hits you, and it 
provides another reason for spreading out (the area of 
effect on the arm is substantial), 

if everyone knows where to stand, it's not too hard to heal 
through the damage and keep attention on Dark Falz. Go on the 
defensive when the demon descends into the ground. Hell dash 
back and forth and attempt to score free hits on your party. Evade 
until he finishes his routine, then resume all damage. 
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me Eternal lower 


The Eternal Tower is your greatest test of endurance in Phantasy Star Zero, 

Your party is required to climb to the 101st floor of a massive tower. Each floor 
has five rooms, and most of them are filled with enemies. There are random 
creatures on most floors, so you see targets from all over the world. That s 
rough because you don't know which weapons to bring. It's best to have several 
good weapons on hand in case there are particularly rough fights. Always have 
at least one good Machine and one reliable Dark weapon on hand. Arkzeins 
show up often, and they're foul if you aren't ready. 

There are only four enemies native to the Eternal Tower (shown below). 
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Resistance to Damage (By Location) 
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Immunities 

4 Freeze (['formal, Hard, Super Hard) 

< Shock (Normal, Hard, Super Hard) 

4 Confuse (Normal, Hard, Soper Hard) 
4 Death (Normal, Hard, Super Hard) 
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Tactics 

Shot Mothers have a chance of appearance every 10 levels in the Eternal 
Tower, These bosses are one of the easier leaders to klllj they have a low 
Resistance to melee attacks, and a skilled player can disrupt many of 
their pistol shots, Come in from a diagonal angle of attack and use light 
■e heavy + heavy combos. Even a single person doing this makes a huge 
difference in the Shot Mother's output. She'll fall quickly and quietly. 


Immunities 

i Freeze (Normal, Hard, Super Hard) 

I Shock (Normal, Hard, Super Hard) 

4 Confuse (Normal, Hard, Super Hard) 
4 Death (Normal, Hard, Super Hard) 

Attribute 

4 Dark 


T7 


Tactics 

Force Mothers are weak to melee and ranged attacks. Swarm them with 
all of your party members and attack quickly. The more time you give to 
Force Mothers, the harder they’ll hit your people; their plan is to race to 
long range and pound you with Techniques. Raw aggression is the best 
counter to their tactics. Even with your Al people there, these mid-bosses 
aren't a major threat. That said, spread out to avoid area-of-effect damage 
from the Force Mother's Techniques. Failure on this causes your party to 
take high burst damage! 
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Immunities 

4 Freeze (Normal, Hard, Super Hard) 

4 Shook (Normal, Hard, Super Hard) 

4 Contuse (Normal, Hard, Super Hard) 

4 Death (Normal, Hard, Super Hard) 
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Tactics 

Blade Mothers are strong against melee and ranged attacks but have little 
Resistance to all Techniques, Force Users should stay at medium raitge 
to pound them, while Rangers Debuff them to complement that damage, 
Melee attackers need to stay close to the Blade Mother; this-keeps heft, 
focused, If you’re controlling the melee user, heal yourself, take the hits, 
and respond with fast sword combos. Evade when you can. Because the 
Eternal Tower is only available offline, melee players have the worst time 
In these fights. You must keep the Blade Mother off of your group and 
do the most damage even though the boss is somewhat resistant to your 
blows. At least you get to teleport home afterward for extra healing items 




Immunitles 

4 Freeze (Normal, Hard, Super Hard) 

4 Shock (Normal, Hard, Super Hard) 

4 Confuse (Normal, Hard, Super Hard) 
4 Death (Normal, Hard, Super Hard) 

Attribute 

4 Dark 


Tactics 

Heaver's Mother is the boss on the 101st floor of the Eternal Tower; 
that's the only place you find her In the entire game, She's a mixture of 
all the tower's mid-bosses. Anticipate her combination of blade attacks, 
single-target ranged damage, and occasional burst of Technique use, 

For a boss, Heaven's Mother has somewhat low Resistances, She isn’t 
weak to anything specifically, but all characters are able to contribute 
(and all Techniques are equal here). Use your highest level Technique, 
your most damaging weapon, and so forth. Like the other bosses in this 
area, Heaven's Mother Is a Dark creature. Weapons with Dark Affinity are 
useful; also, armor with high Dark Resistance is good too. 

Though it's a royal pain to reach Heaven’s Mother in Super Hard difficulty, 
she drops the best items in the game. Sometimes, It's quite random what 
you get, but the potential remains to find some amazing rare equipment. 
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Story Mode gives you the option to play offline. This version of the game is Quite 
similar to online play, though there are unique benefits to each. Though you 
can't play with your friends, there are computer-controlled allies that join as you 
fight through the quests ahead. The enemies are slightly easier (e.g., they have 
lower stats), but they are also worth slightly less Experience. 

Altogether, it’s easier to play with a group of real players, but Story Mode is 
accessible at any time and is quite rewarding. You don’t have to worry about 
outleveling anyone, and the game is always ready when you want it. 

You are free to jump between online and offline play at will. Characters that 
partake in both are not penalized or restricted, so you can level in your free time 
and stiil join friends later, when they're available. 


The Paths uon Choose 


Story Mode changes depending on which race vou’re currently playing, The first few story guests are 
determined hy race. This affects the order of characters you meet and the regions you see early nn. 


The following walkthrough is divided into the three playable races (Human, CAST, and Newman). Read 
through the section that pertains to your character's race. Then, look toward the end of the chapter after 
you've gotten your third ally. This is the point where the stories merge. For the final lew story quests, 
everyone, of all races, has the same tasks. Complete these to heat the game and unlock new challenges. 


HUMAN WALKTHROUGH 






Your Human is no stranger to hard 
work and survival. The planet has 
suffered greatly over the past 200 
years, and nobody knows much 
about wbat life was like before then. 
All you know is that each day is a 
new one; there are monsters in the 
wilderness, and your job is to put 
them down! 





4 Nod definitely (Kai +3) 
i Nod hesitantly 


You and Kai, a veteran in the Hunter’s Guild, have plenty to do in Dairon City, Not only are there more monsters than 
ever, but you've also heard rumors of people destroying important ruins. 



A voice ashs you if you want 
to train under Kai 


Explore Dairon City fora few minutes, and then go with Kai to the Hunter's Guild and accept your first quest, 
"The Valley King.” 


The llalley King * 

monsters 


* y 


t# M 'M yf 

GanMan Grimbfe Helton RevbltfM 




A gj&nt hostile has appeared in the valley. Investigate at once. 



Affection Modifiers 

New to the Hunter’s Guild, your 
character heads to Gurhacia Valley 
with the experienced Hunter Kai. 
There, they meet the mysterious 
girl Sarisa, If you choose u Now 
she owes me” under choice 07, 
you'll receive a Dimafe, If you’re 
not interested in raising affection 
with Sarisa and Kai, it's okay to 
take the item. 


Quest Modifiers to Enemy Statistics 
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4 Answer confidently 
< Cast eyes downward 



You are ashed if you want to 
go on the Ravine Mission 

4 Accept it agreeably (Kai +2) 
€ Nod 

4 Don't answer 



You ape ashed if you want to 
practice lighting 

4 I want to learn 
4 I already know 



You are ordered to go on 
alone 


4 Nod (Kai +2) 
4 Hesitate 



You see a girl being chased 
by a dragon 

4 Run to save her (Sarisa +2) 
4 Watch 



You are ashed why you saved 
the girl 

I No reason (Sarisa+1) 

4 Because she's cute 
(Sarisa +2) 

4 Because now she owes me 
(receive Dimate) 


Quest Details 

You and Kai progress through Gurhacia Valley. Get comfortable with your character's combat potential as you fight the 
weaker Ghowls and Vuikures. Even the Garapythons and Grimbles are safe targets. Only the Heltons stand to give you 
trouble. Use flanking attacks on them, and use the R Button to quickly access Monomates if you need healing. 

There is a lone healing point midway through the level, which gives you a chance to catch your breath and take stock. Your 
character also returns to full HP/PP each time he or she gains a level. At this point in the game, that is a fairly common 
experience, so keep an eye on your needed EXP and avoid overhealing when you’re about to get free health anyway l 



The girl asks you your name 

4 “Your Name" (Sarisa+1) 

4 Kai 
4 Sarisa 



Kai ashs you about Sarisa 

4 She’s a friend 
4 l don't know her 
4 Who are you again? 


Later in the level after the second heal point, you find Reyburn. A strange girl named Sarisa helps you fight the creature. 
After the fight she seems to know you and hints that she may have clobbered you over the head in the past, but she evades 
any questions you ask her. While the two of you are talking over Reyburn’s corpse, Kai shows up again. 
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neyburn is a mean boss to face on your first lima out. Watch the dragon’s 
position constantly. Most of his attacks are based on where he is m relation to 
your party. If he’s walking forward, be wary ol his head and feet. His head lunges 
forward at nearby targets, and its leet deal damage to anyone who gets too close. 


Melee characters should attack from the sides ol the head when they get a lucky shot, 
or from the sides of the body (a much safer position). Use long-range melee weapons 
for the best results. Spears and Swords are easier to use than Sabers, Claws, and so 
forth. The closer you get to those feet, the more accidental damage you end up taking. 


Ranged characters should shoot for the head, since Reyhurn takes additional damage from head shots. 


Repeat these tricks until Rayburn starts hopping. He'll pop up and fly to the other end o, the |N . These J| 
trips are always followed by fire breaths. Face Reyhurn and run toward him and to the side. This lets 
avoid the fire that ians out toward your party. Only try to damage Reyhurn with super-long-range weapons (if you 
have them), or hit the dragon every second hop (see below for more detail). 


On the first hop, you move toward Reyhurn, dodge his lire, and trigger another hop. Instead ot trying to get to his 
“S follow the dragon to the other side of the area as soon as he starts moving. You worv. waste time 
‘Jill • .pot Hal Bo.b.ro is ilroali vacalingl Slaal. Into him. little whan It. lands. Hen repeal. Don axpect 
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inventory, it you have one that is usable. 


Rangers do just line, especially 
with Rilles and other long-ranged 
weapons. Avoid the lire and 
attack away. 
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BODY 


HEAD 


HEAD 
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BREAK! 


BACK 


MELEE RANGED 


Reyhurn’s rarest attacks are 
frustrating at first, but they aren't 
as effective as you might fear. 

The dragon lifts into the air and 
leaves the battlefield. Switch your 
attention lo the minimap. Watch 
fur Reyhurn’s blip and follow it to 
know where to dodge if he flies 
toward your group. Or, if it's a 
bombing run, wait until you hear 
the fire earning and Evade away 
from your group members. 


j v , 
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Bring the dragon down for a 
glorious victory! 
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description 

Contact has been tost with an expedition learn in the snowfields. Search and rescue. 


retilu Hnii this Is Just like 
-- - -inter 


quest Modifiers lo Enemy Statistics 


1 ENEMY TYPE | 

HP | ROW 

1 DEF 

ACC | EVA ! 

| MAGIC 

| EXP | 

Normal 

1^^ - 

- 



-j 

Bosses 

1 _Z 

- 



r~i 


Affection Modifiers 

According to an arrangement between Kai and Dairon, the mayor ot Dairon City, 
Sarisa becomes a member of the Hunters, Adding her to the group, they head to 
the Snowfield to find a search party that has gone missing. 


Making your report about 
defeating the dragon in ttie 
ravine 

4 it was easy (Kai +1) 

0 Sarisa helped (Sarisa +2) 

Showing Sarisa around 
the city 

4 No problem 
(Sarisa+1, Kai +2) 

4 Do you like it? 

Sarisa asks to be friends 

4 Mod (Sarisa+1, Kai+2} 

4 Tilt your head 

You are asked what tn 
do now 

4 Report to the mayor 
4 Have a welcome party 

Asked II it's okay for 
Sarisa to join the Humors 

4 Sure (Sarisa +1) 

4 1 have doubts 

Asked it you should have a 
welcome party for Sarisa 

€ Agree (Sarisa +1) 

4 Work comes first (Kai +2) 

Are you worried about the 
search party’s falling nut 
of contact? 

4 Nod firmly (Kai +2) 

4 look worried 

Sarisa ssos snow for the 
lirst time 

4 Is this the first time 
you've seen It? 

4 It's nice to eat 
4 Throw a snowball at her 
(Sarisa +1) 


Asked it you think Sarisa 
has an odd way or thinking 

4 Tilt your head (Sarisa+1) 
4 Mod firmly (Kai +1) 

, Asked why the search 
team took suck dangerous 
actions 

4 I don't know 
4 For money 
4 For romance 

t The member of the search 
team asks you to save his 
friends 

4 Hurry to save them 
(Sarisa+1) 

4 Leave it to us (Kai +2) 

4 Panic 

, Discover a member of 
the search team being 
attacked by enemies 

4 Interpose yourself and 
protect him 
(Sarisa+1, Kai +3) 

4 Leave it to Kai (Kai +2) 

4 Hide behind Sarisa 

\ Told you did a good job 

4 Thanks to you two 
(Sarisa +2) 

4 Act proud (Kai +1} 

4 Tilt your head 


i The enemy attacks Sarisa 

4 Shout “Look out!” 

(Kai +2) 

4 Rush to Sanaa's side 
(Sarisa +3) 

4 Look at Kai 

The mysterious man takes 
tils leave 

4 Ask Sarisa 
4 Return to the city 
(Sarisa +1) 

4 Look hard at Sarisa 
(Kai +1) 

i You are asked If you 
should wait lor Sarisa 
to talk 

4 Nod 
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SUPER HARD 


DIFFICULTY 


Disable Fences with Violence 


mum y 


Laser Fences can be switched oft by attacking the switch. 


OFfection Chart 


0 * 


Asked why you didn't tell 
anyone about Reve 

i Sarisa wouldn’t talk about 
it {Sarisa +2) 

4 Kai said not to 

Nicolas approaches 

l Raise your hand and 
answer 

4 Tilt your head 

Nicolas asks H you might 
Hve tor 200 years 

4 No way 

4 You’ll live longer 

You're told that a OAST 
named Ogi has gone 


4 The one the Mayor was 
talking about? {Ogi +2) 
4 What happened? 

You're asked to search 
tor Ogi 

< Accept (Ogi +1) 

4 I’ll think about it 

Thoughts about the Oiette 
Wetlands 

4 Seems creepy 
4 Pretty scenery 
4 The ground looks 
unstable (Sarisa+1) 


Ogi asks your name 

4 "Your name" (Ogi +2) 

4 It’s not important (Kai+1) 
4 Kai 

Ogi asks il you might live 
200 years 

4 What, that again? (Ogi 4-1) 
4 You’ll live longer 
4 You’ve just been born 

Listen to Qgi's story about 
the device they discovered 

4 1 1 m interested (Ogi +2) 

4 I'm not interested 

Asked it you would 
subjugate the Enemy in 
Ogi's place 

4 Accept (Sarisa +1 1 Kai +2, 
Ogi +3) 

4 Refuse 

4 Leave it to Kai (Kai + 1 ) 

4 Leave it to Sarisa 
(Sarisa + 1 ) 

Sarisa says she's afraid ot 
going into strange places 

4 Tilt your head 
4 Shake your head 

Sarisa is caught by a 
tentacle 

4 Watch what happens 
4 Rush to save her 
(Sarisa +2) 


PHASE ONE 


Octo Diablo covers the entire region. His tentacles stretch out and try to slam 
people. When an arm near you rises, stay mobile and don’t let it slam down 
on you. You usually won't have to Evade to get out ot the way. Indeed, it s 
harder to time if you try this. Instead, run left or right when the tentacles rise 
and turn around for free attacks alter the tentacles slap down. Only Evade it 
your character gets a slow starl and you’re worried that the arm is going to 
come down before you’re out of the way. 

Occasionally, Oclo Diablo blasts ink in your direction. Watch for this and Evade 
to either side to avoid the attack. These attacks aren’t too painful, and they 
don’t happen often. If you eat one here and there, it’s not the end of the tight. 

When Octo Diablo starts spinning all of his tentacles, Evade to the outside 
ot the circle. That’s the only way to avoid damage. It’s hard to get the timing 
right at first, but eventually you can avoid all damage from this attack! Stay 
near the outside of the circle while slashing tentacles to make the process 
even easier for yourself. 

The octopus’s other special attack in phase one is a sucking maneuver that 
draws characters toward him. Run away and to the side while this occurs. 
Don't Evade yet. Wait for the attack to end, pause a brief moment, and then 
Evade as a wide jet of ink flies toward your character. This is the hardest 
thing to avoid in phase one. A successful dodge gives you lime to approach 
Octo Diablo’s head and score free hits before he returns to the center. Failure 
means that you take major damage and are slowed for a short period of time. 

It doesn’t matter which tentacle you attack; all the health goes toward Oclo 
Diablo’s total. Keep the damage flowing, and eventually you reach phase two. 


PHASE TWO 

Octo Diablo hrings his head up on one side of the docks. Approach the head 
and start attacking that along with the two exposed tentacles. Cautious 
players should stay far enough away from the head to avoid Ihe tentacle 
slaps and ink attacks. However, savage players with extra healing items can 
deal extreme damage by unleashing combos on the head. This is NOT a safe 
technique, but it works in a pinch. This is also the best way to hit Octo Diablo 
with Photon Blasts, especially if you aim toward the head when the tentacles 
are directly in front of it. , - 


The phase two sucking attack is hard 
to avoid. Octo Diablo is close enough 
that hell suck nearby people right 
into his mouth. The chewing that 
follows inflicts damage over time. 
Keep yourself healed if you think 
you’ll be sucked in, and heal again as 
soon as you’re released. 

It’s much harder to finesse the second 
phase, and that’s why it’s good to save 
your Photon Blast and PP for 
Photon Arts until this part 
of the fight. Oclo Diablo 
doesn’t have many Hit 
Points left. Burn him down as 


fast as you can and move out. 


conM Statistics 


Resistance to Damage (By Location) 


DIFFICULTY l jyiULTIPL.!ERI MULTIPLIER 1 MELEE 1 RANGE0 


NORMAL 


HARD 




SUPER HARO 


, 


IM- 


SUPER HARE 
NORMAL 


MOUTH 


mm 


SUPER HARD 


NORMAL 


I AD IF 


SUPER HARO 


1 :3 


NORMAL 


LOWER 

TENTACLE 




■ n 


SUPER HARD 


NORMAL 


O' AW 


SUPER HARD 


NORMAL 


LOWER 

CLAW 


HARD 


SUPER HARO 


Quest Modifiers to Enemy Statistics 


1 ENEMY TYPE! HP | 

?m 1 

DEF | 

ACC | 

EVA | MAGIC | EXP 1 

Normal 1.5 

1,3 

1.5 

1,05 

1.2 I 2 1 

Basses 1.3 

1.2 

1.3 

1.05 

- - 1 T1 


Affection Modifiers 

After talking to Dairon and going out into the city, the group learns from a man 
named Nicolas that a Human who resembles your character appears in the image 
projection device. Nicolas also mentions that he hasn’t heard from a Hunter called 
Ogi since he entered the Wetlands, and requests that you go to save him. 
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Quest Details 

Kai and Sarisa accompany you on this quest. After the first heal point, everyone 
stops to chat. Sarisa points out the Celestial Pillar (Kai tells you what it is called). 
Suddenly, there is a cry lor help from an unknown source. It f s a member of the 
expedition team. You send him back to town and head off the find the others. 

You find the expedition and try to save them. There are Hildegao everywhere, 
and you fight them in duos. Each time a foe dies, another one takes its place. 
Focus your damage on single targets to finish the fight as quickly as possible. 
Watch your health and be ready to heal quickly if you’re hit by a Hildegao’s 
charge. Evading early is quite important, especially if the rest of your team falls. 


Be even more cautious if you're the last one standing and there are still enemies 
inbound. Keep your primary target between your character and the other enemy. 
This gives you more time to attack without being flanked. Reposition often to 
keep that advantage. 

After you save the expedition team, Captain Reve shows up and saves Sarisa. 
Your group returns to town, where you talk to the Mayor. Walk to the southern 
section of town to find Nicolas. The merchant acts as if he’s surprised to see 
you there. Find out why, then agree to search for Ogi (a friend of Nicolas), This 
opens a new story quest, "Clockworks.” 


ciochuiorhs 

monsters 

* * 


Porel 


Pomarr HypPQ V) 


ypao Vespao Felcalrai Octo Diablo 


description 

Search for the- CAST Ogi, missing in the Wetlands. H& may be in. trouble. 


Quest Details 

Fight your way into the Ozefte Wetlands, Just after the first healing point, you 
find Ogi’s head. The dismembered CAST asks you a strange question. Afterward, 
he explains how he got into his current predicament, then humbly asks if you are 
willing to clear the area for him. 

The biggest threat in the area appears when you pass the second heal point. 

Octo Diablo shows his ugly face and suddenly Sarisa gets a bit queasy. It’s time 
for a fight! 


Ogi appears in the Ozette Wetlands, but since he’s lost his body it might be a 
while before he can join your battle party. However, his affection ratings still 
change starting with this chapter. If you want to see Ogi's ending, make sure 
not only to raise Ogi's enthusiasm points, but also to not to make decisions that 
could raise the enthusiasm of other characters. 
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The Wetlands are a bit safer with that beast out of the way. Take QgTs head 
back to town and explain everything to the Mayor, Qgi’s a good guy, and 
people want him to get his body back. They’ll ask you to look tor a body as 
you continue exploring. 


Read On 


immm 


/ This is We end of the Human-specific walkthrough. The next story quest is the 
same for all of the heroes . Look farther in We book, under We header "Three 
Journeys Merge ," for We answers you seek . y— 


quest Modifiers to Enemy Statistics 


ENEMY TYFEl HP I ROW 1 DEF 


Mormal 


0.55 0-B5 


Affection Modifiers 

Your character is awoken from a long sleep underneath the snow by the voice of Sarisa. Your hero 
has no memory of his or her past, and it makes sense to head for the city with Sarisa. An uproar 
from the nearby mountains draws your attention. 

If you choose [L i want to review howto fight” in decision 10, you can check the battle controls. It’s 
best to choose this if it's your first time playing the game, 


Many CASTs have been sleeping since the time of the Great Blank, CASTs wake up at different times after recovering 
from their trauma, and it’s now your turn to see the world again. You can't remember what happened before the Great 
Blank, so everything is new to you. Luckily you still know your own name, though that's about it. 

A strange person named Sarisa is there. Talk to her and introduce yourself. She’ll take you down the hill into a Human 
settlement called Dairon City. Talk to the locals, then head to the Hunter's Guild at the far end of town. People there 

- - - assume that you’re a Hu nter and 

give you a quest. Why turn down 
money and fame, especially when 
it seems like someone needs 
your help? Accept "Memories 
Opened” and move out! 


memories opened ^ ,.pem 

monsters 

4* & & 

irsanny Stagg Reylmunil Hildegao 

description 

An SOS has bean recaivet) from hunters in the Rioh Stiowtield. Go at once. 


Pheu! It loots ilk* we rate it in 
one piece. 



Affection Chart 


01 

Someone awakens you 

4 Listen 

12 

02 

4 Prelend you don’t hear 


Someone asks you If you're 
sleepy 



4 Mot at all 

4 Yes, 1 am 

13 

03 

You're ashed your name 


4 "Your name” 


04 

You're invited to the city 


4 Agree (Sarisa +1) 

4 Tilt your head 

14 

00 

Ashed il you’d lihe to ash a 
question 

4 Where am 1? 

4 Who am 1? (Sarisa+1) 

15 


4 Who are you? 


00 

Asked it you really don’t 
remember anything 

4 Nod 

16 


4 Shake your head 


01 

Ashed if you want to learn 
about your past 

11 


Of course (Sarisa+1) 
I don't care 


Sarisa found; 
the shy 

4 What is it? 

4 A shooting star? (Sarisa +1) 
4 We’d better get going ,j 

Sarisa asks how much 
you've forgotten 

4 Everything except my 
name 

€ Why are you asking? 

4 I might remember 
something 

Sarisa speaks III of Humans 

4 Aren’t you Human? 

4 Isn’t everyone that way? 

Sarisa doesn't say 
anything 

4 Was that enough? 

4 It’s okayi (Sarisa +1) 

You hear a scream 

4 Let's go look (Sarisa+1) 

4 It’s your imagination 


You discover \ 
passed out 

4 Take the risk yourself 
(Sarisa +2) 

4 Let Sarisa do it 


Quest Details 

Accept the quest and take the northern exit from the Hunter's Guild to the 
teleporter. Enter the Rioh Snowfield. This is the easiest area tor a starting quest 
because there aren't any bosses to fight, and the monsters are all melee targets. 

Practice Evading and attacking in combos of three (either with light or heavy 
attacks). Evasion and good combo use is important for the entire game. 

Keep your eyes peeled for message packs. These glowing devices are found 
throughout the world. They have advice for various travelers, and some even 
have ancient messages that predate the Great Blank. 




Watch your map to ensure that your character progresses through the area 
without unintentionally backtracking. This version of Phantasy Star makes that 
even easier than usual; eaGh gateway out of an area has a white or green icon. 
White means that the area is new for your character, whereas green indicates 
that the area has been visited before. 

Track down the Hunter who is lost in the region, There might not be good news 
for that guy, as there are Hildegaos all over, and they’re being quite aggressive. 
The final fight of the area is against a few waves of these gorilla-tike beasts. 

Use Evasion constantly to stay out of the Hildegaos’ way. These enemies get 
into an obvious stance before charging. Roll to avoid these attacks, and hit them 
mercilessly to bring them down. If Sarisa falls and you’re left by yourself, keep 
the Hildegaos lined up. This way they can’t get behind you and attack from two 
sides at once. 


ftQ There seems to he a panic 
v inside the building 

4 Something’s going on 
(Sarisa+1) 

4 1 don’t want to get 
involved 

yg Ashed it you should use 
v Sarisa’s misunderstanding 

4 isn’t that dishonest? 

4 Let’s do It (Sarisa +2) 

4 q Ttra person Is already dead 

| O * We were too late 

4 If only we had gotten here 
earlier 

- a Mourn for those killed by 
the enemies 

4 Let’s have a funeral (Kai +2) 
4 We can’t leave him like 
this (Sarisa+1) 

1 Ashed 11 you want to learn 

bow to fight 

4 1 want to learn (combat 
explanation) 

4 1 already know 

Decide where to go from 
ft fl here 

7U 4 Let’s head for that light 

4 Let’s rest, and think about 
it tomorrow 

\\ Sarisa looks at you 

4 Is there something on my 
face? 

4 Why are you looking at 
me? 

Kai oilers to lead you to 
ft«i the city 

£ 1 4 What should we do? 
(Sarisa +1) 

4 Let's go (Kai +2) 


97 Sarisa is suspicious of Kai 
the Human 


4 He doesn't look bad 


4 But aren't you Human? 


Kai, a Hunter from the local guild, meets you after the fighting ends. He's a good 
sort, and he’s more than a little impressed by your efforts. Go back to Dairon 
City with him for a reward. 

each in Ton 

Talk to everyone in the Hunter's Guild, Get your reward from the second giri at 
the counter and chat with your buddies in a brief scene. Go out into town, use 
grinders on your favorite weapons, feed spare items to your MAG, sell excess 
goodies, and restock heating items. 

When you’re ready for a new task, go back to the Hunter's Guild and talk to the 
Mayor. He has a favor to ask, the first of many, The new story quest awaits. Take 
the "United in Power” mission from the girl at the quest counter. 
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united in nnuier * 4jH 

maltsters 

& I 4 4 V & 

PnP T Pomarr HypaT Vsiw P^calrai flctoBial. 


Oclo Diallo ■ 


Quest Details 

This quest brings you to the Ozette Wetlands, a region of fens that has way 
too many mosquitoes. There is a boss in this area, and he's a mean one. The 
creatures that lead up to the final fight are easy, and you'll get more Experience 
here than you did in Rioh. Try to milk that for all it’s worth. You need to get as 
high level as possible before you meet Octo Diablo, 


description 

Contact has ten lost with an expedition team in the Wetlands, Search and rescue. 


Take Two 


iUIIIIHI 




Quest Modiliers to Enemy Statistics 


ENEMY TYPEl HP T PQW j PEF I ACC 1 B|A 


Normal 


Bossas 


0.5 


Affection Modifiers 

Thanks to the help of the Hunter Kai, whom you met in the Snowfieids, your 
character and Sarisa are permitted to become Hunters. During the interview with 
Mayor Dalron, the group learns that all communications from a search party 
in the ruins have stopped, As part of the Hunters, they head off to the Ozette 
Wetlands to save the search party. 

A strong enemy known as Octo Diablo appears in the Wetlands. Since CASTs 
can't use Techniques, having healing items on hand means the difference 
between life and death. Make sum to use them liberally 


I Consider taking a couple runs at this quest to build extra money, healing 
I items , and Experience beforehand. Do that by going through the area ttntilyou 
I reach the heating point These always let you know that a boss fight is a/tfai 
Take that time to tetepipe back to town. From there, you can ditch the quest a 
restart it at your leisure. 


The best part of the quest for level building is in the latter section, when you 
start to see a higher percentage of Hypao and Pelcatraz, The early areas have too 
many Porel to be worth your time, so hurry through these to reach the meaty 
bits later on. 

Octo Diablo lurks in the water near a set of docks. You fight the large octopus in 
two stages. He's a mean fellow with high health and quite a number of attacks 
to master. Don't assume that he r s a pushover just because you face him early in 
the game. 


T TELEPfPES HELP VDU SHOP! 

X Before you fight Octo Disblo, tusks sure to stop back in the city to 

J refill on healing items. 


T 

/n 



OFFectinn Chart 


01 


02 

03 


04 


108 


Ashed if Sarisa is 
suspicious 

4 Yeah, she’s my friend 
{Kai +1) 

4 Sarisa is not suspicious 
(Sarisa +1) 

Ashed to come atone 

4 Nod firmly 
(Sarisa +1, Kai +1) 

4 Remain silent 

Ashed to accept a reward 
lor debating the enemy 

4 I don't need a reward 
4 Okay (Kai +1} 

4 Leave it to Sarisa (+1) 

Dalron ashs fur your 
impression el the city 

4 It's a good city 
4 It's a lot like the Mayor^ 
4 I’m amnesiac, so l don't 
know 


05 

00 


01 


00 


Sarisa is acting strange 

4 Did you think of 
something? 

4 Are you okay? (Sarisa +1) 

You hear that the search 

team has gone missing 

4 Accept the request 
(Kai +1) 

4 Act like IDs nothing 

Thoughts about the Ozette 

Wetlands 

4 Seems creepy 

4 Pretty scenery 

4 The ground looks 
unstable (Sarisa +1) 

You sec the pillar of light 

4 You could see it from the 
snowfield too 

4 Watch it silently 


oo 


10 

11 


You discover a member of 
the search team 

4 Try to save him 
(Sarisa +1) 

4 Hasten Kai on (Kai +1) 

4 Prepare first 

Ashed if you thinh Sarisa 
has an odd way of thinking 

4 Tilt your head 
4 Nod firmly (Kai +1} 

Discover something on the 


13 


14 


12 


4 Looks like a footprint 
4 Looks like something was 
dragged (Kai +1) 

The member of the search 
team asks you tn save his 


4 Hurry to save them 
(Kai +1) 

4 Leave it to us (Sarisa +1) 
4 Panic 


15 


16 


Discover a member of 
the search team being 
pestered hy a giant octopus 

4 Enter the fray and defend 
him (Sarisa +1, Kai +1) 

4 Leave it to Kai (Kai +1) 

4 Hide behind Sarisa 

Told that you did well 

4 Not at all 

4 Sarisa worked hardest 
(Sarisa +1) 

4 The important thing is 
that the people were 
saved (Sarisa+1, Kai+1) 

The mysterious man takes 
his leave 

4 Ask Sarisa 
4 Return to the city 
(Sarisa+1, Kai +1} 

4 Look hard at Sarisa 

You are asked if you should 
wait for Sarisa to talk 

4 Nod 




14500 


normal 


SUPER HAR D 


TENTACLE 


SUPER HARO 


NORMAL 


LOWER 

TENTACLE 


SUPER HARD 


SUPER HARD 


LOWER 


SUPER HARD 


Octo Diablo covers the entire region. His tentacles stretch out and try 1o Siam 
people. When an arm near you rises, stay mobile and don't let it slam down 
on you. You usually won’t have lo Evade to gel out of the way. Indeed, it s 
harder to time if you try this, Instead, run left or right when the tentacles rise 
and turn around for Iree attacks alter the tentacles slap down. Only Evade if 
your character gets a slow start and you're worried that the arm is going to 
come down before you're out of the way. 

Occasionally, Octo Diablo blasts ink in your direction. Watch for this and Evade 
to either side la avoid the attack. These attacks aren’t too painful, and they 
don't happen often. If you eat one here and there, it's not the end of the fight. 

When Octo Diablo starts spinning all of his tentacles, Evade to the outside 
of the circle. That’s the only way to avoid damage, it's hard tD get the timing 
right at first, but eventually you can avoid all damage from this attack! Stay 
near the outside of the circle while slashing tentacles to make the process 


Octo Diablo brings his head up on one side of the docks. Approach the head 
and start attacking that along with the two exposed tentacles. Cautious 
players should stay far enough away Irom the head to avoid the tentacle 
slaps and ink attacks. However, savage players with extra healing items can 
deal extreme damage by unleashing combos on the head. This is NOT a safe 
technique, but it works in a pinch. This is also the hest way to hit Octo Diabk 
with Photon Blasts, especially if you aim toward the head when the tentacles 
are directly in front of it. 

The phase two sucking attack is hard 

to avoid. Octo Diablo is close enough J '■ ' 

that he’ll suck nearby people right -A 

into his mouth. The chewing that 4 

follows inflicts damage over time. J k ^ J _ - 

Keep yourself healed if you think —- —— 

you’ll he sucked in, and heal again as 

soon as you’re released. ' i \ 


it s much harder to finesse the second 
phase, and that’s why it’s good to save 
your Photon Blast and PP lor 
Photon Arts unlit this part 
of the tight. Octo Diablo 
doesn’t have many Hit X 

Feints left. Burn him down as 
fast as you can and move out. 


MAGIC MAGIC ATK ACC EVA 


MELEE MELEE 


DIFFICULTY SPEED 


MELEE RANGED 


DIFFICULTY 





















































































































































































































Be cRrefulj 


MAX 

MELEE 


MIN 

MELEE 


MAGIC 


another ReloHina Trip to Town 


Talk to the Mayor when you're ready to move on to the next sat of story q uests. 
A missing Hunter was lost in the wilderness. Leave the Hunter’s Guild an 
walk into the main portion ot Dairon City. This throws you Into a scene wdh 
a merchant names Nicolas. He'll tell you more about Ogi, the missing CAST 
Hunter. 

Now the next story quest is unlocked. Accept “Clockworks” from the counter at 
the Hunter's Guild. 

Mworos * < 

monsters 

» V tf 

enowl Vulkura fiarapiillwn 

M V' 

Garatiailan Gflmble Mellon RBj/burn 

S^frte CAST Ogi. missing in Gurn&cia Valley. He may be in trouble. 


affection Chart 


You are told you did wen 

« That’s because Kai taught 
me (Kai +1) 

I That’s because Sarlsa 
was there (Sarisa+1) 

1 That's because I'm a 
high-grade CAST 

Ashed why you didn't tell 
anyone about Rove 

1 Sarisa wouldn’t talk about 
it (Sarisa +1) 

« Kai said not to 


Ogi ashs if you might Hue 
ZOO years 

0 What, that again? 

< You’ll live longer (Ogi +1) 
a You've just been born 

Listen to Oat's story about 
the device they discovered 

a I’m interested (Ogi+1) 
a I’m not interested 


AO 


Nicolas approaches 

a Raise your hand and 
answer 

a Tilt your head 


Asked il you would subjugate 
the enemy m OBI'S place 

a Accept (Sarisa +1, Kai +2, 
Ogi+3) 
a Refuse 

aLeave it to Kai (Kai +1) 
a Leave ittoSarisa (Sarisa+1) 


Affection Modifiers 

Nicolas tells your character about the CAST with your likeness. He also explains 
about the missing Hunter. Ogi. You also learn from Dairon about the missing 
Veteran Hunters. Your character, Sarisa, and Kai head out to search for gi. 

CAST can’t use techniques, but they have a special ahility that lets them perceive 
traps. When you notice a trap, you can avoid it or use a ranged weapon to 
disarm it. The boss, Reyburn, is a powerful enemy that receives significant 
bonuses to his stats. 


Nicolas ashs if you might 
live ZOO years 

4 No way 

4 You’ll live longer 
4 I have no idea (Ogi +1) 

You're told that a CAST 
named Ogi has gene 
missing 

4 The one the Mayor was 
talking about? (Ogi +1) 

4 What happened? 

You’re ashed to search 
for Ogi 

4 Accept (Sarisa +1, Kai +1, 
Ogi+1) 

4 ill think about it 

Ogi asks your name 

4 "Your name" (Ogi +2) 

4 it’s not important (Kai +1) 
4 Kai 


You discover the i 

4 Watch it silently (Kai+1) 
4 Draw back 


You've defeated the dragon 

4 I think we made it (Kai +1) 
4 That was a surprise (Ogi+1) 
4 Are you hurt? (Sarisa +1) 

Reve may have destroyed 
the image projector 

4 It’s everyone’s problem 
(Sarisa+1, Kai tl.Reve +2) 
4 You intend to go alone? 
(Reve +1) 


You tell Dairen that you've 
going to the ruins 

4 Yes, we’re all going 
(Sarisa+1, Reve+2) 

4 Sarisa is going alone 


Quest Details hj a|ld gjys need t0 find any trace of the missing 

srr:r:::r— 

=======r 

along for the ride and continue to the end of the valley. That’s where Reyburn lives. 
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Reyburn is even nastier than Goto Diablo, Pound tar pound and level 
for level, he's one of the nastiest enemies in the game, A number 
of players without lucky weapon drops or extra levels need to bring additional healing 
items just to make it through this encounter. In fad, first-time players in the game may have 
to give up on the mission until they have a (ew more levels. This is especially true for melee 
CASTS. Reyburn has trickier positioning compared to most bosses, and melee characters have 
the highest learning curve. 

Watch the dragon’s position constantly. Most of his attacks are based on where he is in relation 
to your party. If he T s walking forward, he wary of his head and feet. His head lunges forward at 
nearby targets, and its feet deal damage to anyone who gets too close. 

Melee characters should attack from the sides of the head when they gel a lucky shot or from the 
sides of the body (a much safer position). Use long-range melee weapons for the best results. Spears and Swnrds are 

easier to use than Sabers, Claws, and so forth. The closer you get to those feet, the more accidental damage you end up 

tei i 

taking. 

Ranged CASTs should shoot for the head. Reyburn takes additional damage from head shots. 

Repeat these tricks until Reyburn starts hopping. He’ll pop up and fly to the other end of the screen. These short trips are 
W always followed by fire breaths. Face Reyburn and run toward him and to the side. This lets you Evade to avoid the lire that 
fans out toward your party. Only try to damage Reyburn with super-long-range weapons (if you have them), or hit the dragon 
every second hop (see below lor a explanation). 

Qn the first hop, you move toward Reyburn, dodge his tire, and trigger another 
|P hop. Instead of trying to gel tn his side of the screen, follow the dragon to 
M the other side ° f the area as socm as he slarls ydu w ° n1 waste iime 

approaching a spot that Reyburn is already vacating! Slash into him a tiltle 
when he lands, then repeat. Don’t expect big damage. This isn't a phase that 
melee characters enjoy. It’s almost worth grabbing a ranged weapon from your 
inventory, if you have one that is usable. 


combat statistics 




SUPER HARD I 1.00 


Resistance to Damage (By location) 


DIFFICULTY 


MELEE RANGED 


Ranged CAST do just fine, especially with Rifles and other long-ranged weapons. 

Avoid the fire and attack away. 

Reyburn's rarest attacks are 

I I II frustrating at first, but they aren’t 

as effective as you might fear. 

The dragon lifts into the air and 
leaves the battlefield. Switch your 
attention to the minimap. Watch 
for Reyburn’s blip and fallow it to 
know where to dodge if he Hies 
toward your group. Or, if it's a 
bombing run, wait until you hear 
the fire coming and Evade away 
from your group members. 



NORMAL 

1.00 

1,00 

0 

10 

65 

15 

50 

55 

55 1 

BODY ! 

HARD 

1.00 

1,00 

5 

15 

75 

25 

55 

65 

65 

SUPER HARD 

1.00 

1.00 

10 

20 

95 

35 

55 

85 

85 


NORMAL 

0.65 

1.00 

0 

5 

60 

50 

15 

50 

50 

HEAD 

HARD 

D.65 

1.00 

0 

ID 

70 

55 

25 

- 60 

60 

SUPER HARD 

0.70 

1.00 ! 

0 

15 

90 

65 

35 

30 

80 

HEAD 

NORMAL 

0,55 

1.00 

0 

0 

55 

45 

10 

45 

45 

(AFTER 

BREAK1 

HARO 

0.55 

1,00 

0 

5 

65 

so 

20 

55 

55 

SUPER HARD 

0,60 

1.00 

0 

10 

85 

60 

30 

75 

75 


NORMAL 

1.00 

1.00 

!i 

50 

60 

60 

60 

60 

60 

BACK 

HARD 

1.00 

1.00 

20 

50 

70 

7,9 

70 

70 

70 

SUPER HARD 

1.00 

1.00 

30 

55 

95 

^^95 

95 

95 

95 


Bring the dragon down for a 
glorious victory! 





















































































































































Quest Details 

This quest takes you to the Wetlands, where you’ll fight a number of creatures. 
Be especially careful of the flying Pelcatraz; they have more health than the other 
foes in the Wetlands, and their area-of-effect attacks can bring down a Newman 
quite easily, 

The boss fight in this area is particularly tricky for melee Newmans until you’ve 
gotten some extra levels. Consider ditching the quest if you can’t reach level five 
before you fight Octo Diablo (the boss). Reaching that level and having the extra 
gear from additional fighting can make your trip a lot easier. 


Affect ion Modifiers 


mum 


WSI/ltl 


j This is the end of the CAST-specific 
f walkthrough. The next story quest is 
the same for ail of the heroes . look 
farther in the book t under the header 
“Three Journeys Combined," for the 
answers you seek 


Talk to the Mayor after the mission. He’ll give you a new task. You also taut wm ivicoias a™r yuur *“ 

there Is another market in town. The lower market has an Enemy Collector and a Photon Collector. 

The Enemy Collector turns special item drops into usable equipment. This costs a modest amount of Meseta, but you can 
get a number of strange items this way. 

The Photon Collector lets you turn in Photon Drops for various items. Some raise your stats permanently [these are called 

You even find some equipment there. 


The silver laser fence descends temporarily if you hit the nearby white switch. 


Materials). Others upgrade weapons. 


□PPDRTUniTV SHOT 


Wait for Pelcatraz to check on their children, then attack them from 
behind. It’s a cheap move, but these are tough creatures! 


09; About the book that 
Samoa lent you... 

a I still wart to borrow it 
(Sarisa +1) 

a I hope i can remember. 
(Sarisa+1) 


secret mission to the world below. You know the secrets of the past, but you mustn't 
the truth. The drop pod's landing is rough, and you end up with temporary amnesia. 

he area. One of them talks to you briefly, then another finds you and leads you into 
! — — | mm mm Dalron City. Her name is Sarisa. 

% ^1 I f m Follow her lead and go to the 

I k Hunter s Guild at the far end of 

Hjj L J town. Accept the quest "Swamp 

\ . Devil” to begin learning more 

M about yourself and the Humans 


Kai joins you for the end of the quest. You, Kai, and Sarisa are now a team, 
giving you a fair mix of powers (especially if you're playing a Newman Force 
User), The three of youthen take on a gigantic octopus. Cross your fingers and 
fight for your life! 


02: Reve talks to you 

4 Where am I? 

4 Who am I? 

4 Who are you? 


4 Reve? 

4 Nothing special. 


4 I don't remember 
anything 


4 Are you alright? 
(Sarisa+1) 

4 Did you hurt yourself? 


4 1 understand (Reve -hi) 
4 Yes, sir. (Reve +2) 


4 Did Kai get lost? 

(Sarisa +2) 

4 Where were we supposed 
to meet? (Sarisa +1) 

4 1 wonder if we took the 
wrong way? 


monsters 


05: A girl you don't know 
calls tor you 

4 Tiit your head 
4 Say hello (Sarisa+1) 
i Stare at her silently. 


Hypao Ufispyi] Pelcalpai 


Accompany Sarisa to the Wetlands on an official mission, 


OS: Sarisa tells you you r re 
acting strange. 

4 Tell her the situation 
(Sarisa +1) 

4 Deceive her 


07: Sarisa is being 
pursued by Hunters 

4 Go with her {Sarisa +2) 
4 Wish her luck 


14: You are asked rl you 
are part of the Hunters 

4 Nod In confirmation 
4 State the facts plainly 
(Sarisa+1, Kai +1) 


00: Do you remember he 
tu fight? 

4 Let's practice (combat 
explanation) 

4 I remember 


15: You are invited to join 
the Hunters 

4 Nod (Sarisa +2) 

4 Think about it (Kai +2} 


I normal 


Bosses 


NEWMAN WALKTHROUGH 


A Short Reprieve 

















































































































SUPER HARP 


NORMAL 


SUPER HARD 


DEF M AGIC MAGIC ATKACC EVA JND - LUCK 


MAX MIN 

DIFFICULTY SPEED _ HP MELEE MELEE 


DODGE 


WIELEE 


PHASE ONE 


Qcto Diablo corns the entire region, His tentacles stretch nut and try to slam 
people. When an arm near you rises, stay mobile and don't let it slam down 
on you. You won’t have to Evade to get out of the way. Indeed, it s harder to 
time il you try this. Instead, run lelt or right when the tentacles rise and turn 
around for tree attacks after the tentacles slap down. 

Occasionally, OcId Diablo blasts ink in your direction. Watch for this and 
Evade to either side to avoid the attack. These aren’t too painful, and they 
don't happen too often, II you eat one here and there, it’s not the end of the 

fight. 

When Octo Diablo starts spinning all nl his tentacles. Evade to the outside 
of the circle. That’s the only way to avoid damage. It’s hard to gel the timing 
right at tirst, hut eventually you can avoid all damage from this attack! Stay 
near the outside of the circle while slashing tentacles to make the process 
even easier for yourself. 

The octopus’s other special attack in phase nne is a sucking maneuver that 
draws characters toward him. Run away and to the side while this occurs. 
Don’t Evade yet. Wait far the attack tn end, pause a brief moment, and then 
Evade as a wide jet oi ink flies toward your character. This is the hardest 
thing to avoid in phase one, A successful dodge gives you time to approach 
Octo Diablo’s head and score free hits belore he returns to the center. Failure 
means that you take major damage and are slowed lor a short period of time. 

II doesn’t matter which tentacle you attack; all the health goes toward Octo 
Diablo’s total. Keep the damage flowing and eventually you reach phase two. 


PHASE TWO 

Octo Diahlo hrings his head up on one side ol the docks. Approach the head 
and start attacking that and the two exposed tentacles. Cautions players 
should stay far enough away from the head to avoid the tentacle slaps and ink 
attacks. However, savage players with extra healing items can deal extreme 
damage by unleashing combos on the head. This is NOT a safe technique, but 
it works in a pinch. This is also the best way to hit Octo Diahlo with Photon 
Blasts, especially if you aim toward the head when the tentacles are directly 


The phase two sucking attack is hard 
to avoid. Octo Diablo is close enough 
that he'll suck nearby people right 
into his mouth. The chewing that 
(allows inflicts damage over time. 

Keep yourself healed it you think 
you'll be sucked in, and heal again as 
soon as you’re released. 

It’s much harder to finesse the second 
phase, and that’s why it’s good to 
save your Photon Blast and PP for 
Photon Arts until this 
part o( the tight. Octo vh? 

Diablo doesn’t have 
many Hit Points lelt. Burn 
him down as fast as you can 
and move out. 


RANGED 


DIFFICULTY 


MULTIPLIER! MULTIPLIER 




m 


I ■■■.!■ 


MOUTH 


TENTACLE 


LOWER 
tentacle 


CLAW 


LOWER 




NEWMAN WALKTHROUGH 
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OFFection Chart 


02 


Appointed as a Hunter 

4 Ask about the test 
4 Say you are confident 
(Sarisa+1, Kai +1) 

Da-iron asks for your 
impression ol the city 

4 It’s a good city (Kai +2) 
i Its a lot tike the Mayor 
4 tt seems average (Kai +1) 

Kai praises Sarisa 

4 You don't have to take it 
(Sarisa +2) 

4 Kai is still the best (Kai 
+3) 

4 She’s still a beginner 

Remembering the time 
Sarisa was chased by the 


4 Stand up against it 
(Sarisa +1, Kai +1) 

I Protect her at all costs 
(Sarisa +3) 

About the person who 

attacked the search team 

4 Say nothing (Sarisa +2) 

4 Tilt your head (Kai +1) 

Rove or iters you to step 

4 1 think 1 know that voice 
(Sarisa+1, Reve +1) 

4 Captain Revel 

4 Who are you! 

Asked if you know Reve 

4 Sarisa knows him (Kai 
+ 1 ) 

4 He seems to be my 
commander (Sarisa +2, 
Reve +1) 

4 He was a strange person 
(Kai +2) 

Defeated the dragon 

4 It’s because we were 
together (Sarisa+1, 

Kai +3) 

4 We took him down ' 
(Sarisa +1) 

4 Were you hurt? (Sarisa 
+2 r Kai +1) 


Take the team back to town and report on your progress! This opens a 
repeatable quest if you'd like to farm more levels or fight Octo Diabio again with 
an even stronger team. There are special titles (and rewards) gained by killing 
bosses again and again, so this option has multiple benefits, 


Fighting Fear * 

monsters 

m V if 

Ghowl VUIKupb eapapyilian 

s$ M '-M 

1 Reyhuwi 


A dragon was sighted in Gurhacia Valley. Exterminate it for safety reasons. 


Affection Modifiers 

Your character returns to Dairon 
City and is led by Kai to an interview 
with Mayor Dairon. You join the 
Hunters without incident, but just 
then, you’re immediately called to 
eliminate a dragon. Trying to help 
Sarisa get over her fear, your group 
heads to the Ravine, but what awaits 
is something altogether unexpected. 


i/i 


The message you receive just 
before the battle with Beyburn 
changes depending on what you 
choose in Decision 04. 


quest Modifiers to Enemy Statistics 
fJIIJArAI'JilWilJlBJ.iyM.UJI 

'Normal 


Bosses 


Quest Details 

Gurhacia Valley is the site of your next quest. Another deadly enemy is here 
but you’re able to grab another couple levels before you reach it. Look for 
gear upgrades and search each part of the map thoroughly to get the most 
out of your time. If you reach the healing point too quickly, remember that 
you’re free to backtrack and hit side paths that were avoided the first time 
you came through. 
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Quest Details 

It’s funny, but this is the easiest of the first three quests. Newmans go to the 
Rich Snowfield to find Ggi's head. There aren’t any boss encounters here, and 
all of the monsters are simple, short-range targets. Build extra Experience while 
relaxing and wading through easy enemies. 

There are multiple Hildegao at the end of the run, but your party has more 
health and better weaponry than they did even a few levels ago. These ape-like 
creatures don't last very long with an experienced group attacking them. They’ll 
collapse one after the other. 


After the fighting, talk to Mayor and then leave Hunter’s Guild. Meet Nicolas and 
listen to him talk about his friend Ogi, It's clear what your next task will be. 


A ran? Iw're sure it u&stft a hostile? 


description 

Seaicb for the CAST Ogi, missing in Rich Snowfield. He may be in trouble. 


Take Ogi s head back home and talk to the Mayor about your experience. He’ll 
know where to look for a new CAST body. 


wmm 


This is the end of the Newman-specific walkthrough. The next story quest is 
the same for alt of the hemes , Continue reading the next section to see what ait 
races must defeat 


Affection Modifiers 

The group learns that Reve, whom they met in the Ravine, was connected to the 
destruction of some ruins. However, Kai thoughtfully decides not to tell anyone 
anything until Sarisa can sort out her feelings about it. While things are still in 
that state, the group meets a mysterious man named Nicolas in the city, Nicolas 
tells them that a 200-year-old machine projects a picture of a person who 
looks just like your character. When Nicolas learns that the group members are 
Hunters, he asks them to look for the missing Hunter, Ogi. 


Sarisa sees snow for the 
first time 

4 Is this the first time 
you've seen it? 

0 It's nice to eat 
4 Throw a snowball at her 
(Sarisa +1) 


Ashed if you told anyone 
about Reve 

4 Maybe we shouldn’t? 
(Sarisa+1) 

4 I will 


4 I’m interested (Ogi 4-1) 
4 I’m not interested 
(Kai 4-1) 


4 The one the Mayor was 
talking about? (Ogi +1) 
4 What happened? 


Ashed if you would 
subjuyate the enemy hi 
Ogi’s place 

4 Accept (Sarisa 4-1, Kai +2, 
Ogi +3) 

4 Refuse 

4 Leave it to Kai (Kai +1) 

• Leave it to Sarisa 
(Sarisa +1) 


Nicolas approaches 

4 Wave 

4 Tilt your head 


Ogi ashs your name 

4 '“Your name" (Ogi +2) 

4 It's not important (Kai 4-1) 
4 Kai 


BREAK} 


SUPER HARP 


Use techniques to deaf damage while 
Rayburn is taking off, Melee attacks 
won’t work. 

Reyburn’s rarest attacks are 
frustrating at first, but they aren’t 
as effective as you might fear. The 
dragon lifts into the air and leaves 
the battlefield. Switch your attention 
to the minimap. Watch for Reyburn’s 
blip and follow it to assess where to 
dodge if he flies toward your group. 
Or, it it’s a bombing run, wait until 
you hear the fire earning and Evade 
away from ynur group members. 

Bring the dragon dawn for a 
glorious victory! 


| MAX WIN 
DEF I MAGIC MAGIC 


MAX MIN 

DIFFICULTY SPEED HP MELEE MELEE 


DODGE 


RANGED 


MELEE 


DIFFICULTY 


MULTIPLIER 


ENEMY TYPE| 

| HP 1 PQW 1 DEF | ACC 1 

| EVA | 

MAGIC 

| EXP 

Normal 

| 
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Alter completing "Clockworks; 1 all heroes begin to see a similar path. The quests that follow are the-same for Human, CAST, 
and Newman characters. 


Artifacts ** 


monsters 


$ 
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ia UnHi Bolin Fruoutang DMollua 0 Chaos 


description 

Investigate the forgotten city of Farm, Search also for a CAST body 




Quest Modifiers to Enemy Statistics 
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Normal 

| 




Bosses 

0.9 
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Affection Modifiers 

Alter rescuing Ogi, the group heads 
back to receive their reward from 
Dairon. Later, they go to check 
the projector that shows a picture 
of a person who looks like your 
character before heading to the 
ruins to get Ogi a new body. 

The enemies you find in Pam have 
more quirks than the enemies that 
you've fought before. After leaving 
the first zone , Kai discovers the 
body of a CAST that is missing 
its head. You can use its body to 
get Ogi functioning again, so that 
he’ll be in the party from then on. 
Decision 05 only appears if your 
protagonist is a Newman. 



Affection M 


OA 


The mayor has prepared a 
reward for finding Ogi 

11 don’t want a reward 
(Sarisa +1, Kai +1) 

4 Leave it to me (Ogi +2) 

4 Are you sure? 



You see the abandoned 
city, Paru 


€ What an old ruin (Kai +1, 
Ogi +1) 

4 It looks deep (Sarisa +1) 
4 lt 3 s falling apart (Kai+1} 



Kai complains mat Qgi's 
head Is heavy 


4 Offer to carry it (Sarisa 
+1, Kai +3, Ogi +2) 

4 Just roll it along 


Quest Details 

Paru is the site of many unexplored ruins. Secrets from The Great Blank are hidden here, though only the bravest (and 
luckiest) explorers have any chance of finding the truth. 

Fighting soon becomes more difficult in this district. You’re starting to see more enemies with higher damage and more 
complex tactics, Izhiraks have area-of “effect attacks at close range, and they cause Confusion some of the time. Fruoufang 
aren’t slouches either. These large apes are easy to hit, but they have plenty of health and lay Hunters out with melee 
attacks. Avoid Fruoutang pistols by staying on the flanks, and use Evade to roll aside while the enemies charge their slower 
melee swings. 

Halfway through the level, you find a body for Ogi, the CAST you picked up earlier. He winds up with a strange, western 
accent. Do your best to understand where he’s coming from and move on. Though monsters get in your way frequently, it’s 
something else that is troubling about the ruins. 


The boss fight is an easy one, but you must stay on your toes. You are being watched! 




The projection device Is 


4 jt looks interesting (Ogi 
+ 1 ) 

4 This is from 200 years 
ago... (Sarisa+1) 

4 Can we look at something 
else? 



Hove Is trying to attack us 
(only H you are playing a 


Newman) 

4 Nod silently 
4 That’s right 



Reve is going to attack 
Sarisa 

4 Ready your weapons 
(Kai +1) 

4 Stand in front of Sarisa 
(Sarisa +1) 

4 Worry about the broken 
machine (Ogi +1) 



MELEE | 


MELEE 


DIFFICULTY 


SPEED| HP 


Mobius’s attacks do high damage and slow your characters. He'll drill into the ground and 
then come bank out, nailing your people again anti again. 11 you stay at the edges, this is 
mostly avoidable. 


combat statistics 


!•••'. I; : 


4nn 


SUPER HARD 1.00 


Resistance to Damage n Location 


DODGE 


DEF. 


ELEC 


FRE 


MELEE RANGED 


DlrFICULTY 


MULTIPLIER MULTIPLIER 


NORMAL 




.GO 




D MOB! US 


I-i ; 




SUPER HARD 


: 00 


NORMAL 


\2Q 


LOO . 


D CHAOS 


■ 00 


SUPER HARD 


no Bosses for the Price of one 






D Mobius and D Chaos have VERY high health, but are easy to damage. D Chaos is the softer target Df the two, and 
you can do all nf your damage to that craft and still win the tight. Thus, it’s better to ignore D Mobius most oi the 
time while focusing your attention on D Chaos. 


IVIabius is the large drill ship while Chaos is the two-pronged vessel that shoots laser beams into your 
group. Chaos takes almost no damage from rear ar side strikes, hut hits on its front panel are brutal. 

If you have a multi-target weapon or Photon Art, use it aggressively. Chaos can’t stand up for long like 
that. It spins around to slmat at people, but yeti won’t take much damage, especially if you reposition 
to attack the front diagonally. 
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All the Quests You Want! 


They have their own stories . None are essential for saving the w 
teach yon more about some of the game $ mechanics. 


I Far Journey <® 

monsters 

*¥ ^ ^ 

Buiiiiatt mm mmm mm - mm** 

a' port^tolho moon is said Id ds al ids Makars Gratia Ruins. Investigate al once. 


AJfc* 




Affection Modifiers 

The group has gotten a body for Ogi 
and tells Dalron about Reve. During 
their meeting, Dairon City is attacked 
by mysterious flying objects, The 
Hunters work to repel the assault, 
after which Sarisa gives the group 
information on the Newman, 
prompting them to consider a trip to 
the moon. 

Chapter 5 through Chapter 7 are 
staged as a continuous expedition, 
with no opportunities to return to 
the city. However, if you save and 

restart after clearing a chapter, 

you can start that chapter from the 
beginning again or use teleporters 
to return to the city. You can also 
use telepipes, so prepare afew in 


advance. 



min chart 


01 


02 


03 


warn 


■ If your character is Newman, you ’ll 
experience a slightly different flow 
of events after Sarisa reveals her 
true form. 


rr~i« o, the truth, huh the 
you need. 

rrs BDDD TD HfiUE fl WAV HDfflE 

! 

repeat the area if you like. 

Remote m ^ 

so always keep some on hand. 


Slumming It 


Kai says he has something 
to tell the Mayor 

I Talk about Reve (Kai +1, 

Ogi+1)' ^ 

4 Say nothing (Sarisa +2) 

Everyone wonders how to 
get to the moon 

4 Maybe there's a teleporter 
there 

4 Maybe there's a path 
there somewhere 

The Mayor orders you to 

find the "Gate ol Light" 

4 Don't worry, we ll find 
it! (Sarisa +1, Kai +2, 

Ogi +1) 

4 Won't that take a while? 

4 Start walking for the pillar 
to heaven 


04 

00 


You see the cave rum, 
Makara 

a 1 wonder if there’s a path? 
4 Kind of a creepy place 
(Sarisa +1, Ogi +1) 

Kai refuses to tell the old 
story, saying It's boring 

4 We don't mind (Kai +2) 

4 Make it more interesting 


00 


01 


Sarisa tells Ogi that there 
are no CAST on the moon 

4 Were yon surprised? 

4 What about Humans? 

Kai Is surrounded by 
enemies 

4 Run to save Kai (Sarisa+2) 
4 We can’t save Kai (Kai +3, 
Ogi +2) 


rnimiii 
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Slash through the many melee targets in the ruins and exploit their weakness to 
ranged damage. Force Users and ranged characters with long-range weaponry 
have a field day with these guys. 

Only the well-armored Rohjade and Rohcrystas are good opponents if you fight 
dirty. You start seeing Rohjades later in the quest, and they’re worth a satisfying 
amount of Experience. Several of them guard the end of the level, so it’s 
important to get good at killing them. 

Get two full combos in each time a Rohjade/Rohcrysta stops moving. The 
enemies ball up afterward and bounce across the screen. Rotate your camera to 
follow your enemies' movement, and avoid the foes until they stop and fall over, 
That's when you resume the beatings. 


Truth Reuealed ** 

monsters 

lj f 

Horse Akorse Finfer B 

iy t' j> 

Flnjer R Finler 6 Jirkrein Kumilias 


m 


description 

Infiltrate Area Plant and obtain a CAST body to access historical day. 




1*41 


Quest fortifiers to Enemy Statistics 


ENEMY TYPE 1 

HP t PQW l OEF | ACC | 

EVA 1 MAGIC 1 EXP | 

Normal 

. 

-] j am 

Bosses 

- 

- 1 - 1 


Affection Modifiers 

Your party discovers a teleporter to the moon deep within the mins. The party is 
forced to leave Kai behind, but successfully activates the teleporter. 

This expedition is performed by a party of three made up of your character, 
Sarisa, and Ogi. An event occurs after you leave the basement, which allows Ogi 
to change to a body that is better suited to his head. 


fTlEEHflniCPiL EnEfTUES 

✓-\ 

Weapons are sometimes geared to be more effective against certain 
enemies Use the L or R Buttons to page through each weapon s 
statistics. So far, you've faced primarily Native or Beast enemies. 
That changes here. 

Everything you face in the Area Plant is Mechanical. Search 
your inventory and the weapon store back in town; try to find 
something that is close to your level that ALSO has a high bonus to 
Mechanical damage. Doing so makes the mission much easier. 



OFFection Chari; 


01 

You wake up in a place 
you've never seen before 

ft A Ana welcomes you home 

4*^ (* Newman only) 


4 Is this the moon? 

4 Thanks 


4 Where am I? 

4 Huh? 

02 

To Sarisa, who wants to 
save Kai 

Un Ana oilers to show you to 
” your destination 


4 We can't (Kai +1, Ogi +2) 

4 Refuse (Ogi +2} 


4 You can't fSa^a+1) 

4 Accept 

03 

Surrounded by a Newman 
brigade led by Reve 



4 Surrender (Reve-rl) 

4 Fight (Sarisa +1, Ogi +3) 



Quest Details 

The Area Plant is quite large. Get as many telepipes, traps, healing items, 
and other supplies as you can afford/carry, and then start the fighting. 

Mother Trinity's forces clash constantly with your allies, but the Experience is 
substantial. It's easy to grab more levels here if you've fallen a bit behind. 

Keep a spare ranged weapon or Technique ready for Finjers; they move quickly 
and are a pain to kill with melee attacks. If you dislike using ranged attacks, cut 
Finjers off when they're near walls. This pins them in place and makes it easier 
to cut the mobile robots into their component parts. 

Arkzeins are the worst of the worst, though. These missile boats have tracking 
missiles that punish your party if people stay at long range. Close immediately 
with Arkzeins and stay on their rear or flanks. Evade away if they turn toward 
you for a charge attack. Follow quickly and continue your attack combos as 
soon as possible. If you're early in the quest, It's even worthwhile to use Photon 
Blasts to clear groups with one or two Arkzeins! 
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SUPER HARD) 


FUNKS 


SUPER HARD 


THREE JOURNEYS MERGE 


Humilias sets you up for a long light. He doesn't avoid damage wei 
supply of Hit Points takes a long time to deplete. Take advantage o 
slow attack preparation to lay on the damage. 

You know it’s safe to attack when you see Humilias 
repositioning. Wind blows beneath his feet as the robot glides 
around the board. Attack with impunity at this time; it’s your bread 


Evade shortly alter Humilias stops. He’ll launch beam atiacss ai me jf | 

group. These deal damage and causes status effects as well, «r* 

including a Freeze effect that almost ensures additional % 

damage (because you take his sword follow-up in 
the face)! 

Evade In the Hanks and then continue moving to 

get behind Humilias. He moves from his beam attack to a sword smash. That hit does even mere 
damage, and it’s no tun to endure. 

Periodically, Humilias sets up a wide field at attacks. Red squares highlight the targeted areas of the 
Cnnn imnr MlttPra 71 mu rut until umi see a suuare that isn’t red and head for it immediately. 


ATK ACC 


MELEE 


MELEE 


SPEED 


DIFFICULTY 


You’re almost at the end of the moon base now. Mother Trinity is on the ropes, 
but that makes her all the more desperate. Return to town (with a telepipe) in 
between cutscenes, Purchase additional supplies and sell unneeded items to 
clear inventory space. 


curtain call ** 

monsters 

$ © 


1SPDEMB 


netreo Tewcfo 


ZpMs 


Y T 




Eulid 



Trinity Dark Fate 


description 

Enter the Dark Shrine wilh your partners and destroy Mother Trinity, 




FNFIUIY TYPEl HP 1 ROW 1 

■ 

DEF 1 

ACC 

l 

EVA 

1 MAGIC | 

EXP | 

Normal 

P 

”1 

i 

3 

- 

-J 

1 1 

BossftS 0.9 0.9 

i n 

r ■■! 

U 

r~ 0.9! 

1 - 1 


Affection Modifiers 


The Paths Split Again 


This quests story changes slightly depending on your main character s race, 
Humans run through this mission with Reve at their side , CAST and Newman 
have Kai as an ally. Also. r some of the affection conversations change , You can 
find the answers for both sets below. 


" flPPLYinG OPPOSITES 


A 


/ Usually, white enemies are weak against Dark, while black enemies 

are weak against Light 

□ESTRDVinn THE DflRHinESS 

' Monsters in the Dark Shrine are infused with Dark energy. Ttie~y 

take more damage if you use weapons with a high Dark Affinity! 
Look through your inventory and through the store to see if there’s 
anything appropriate. 

Also f bring armor with Dark Affinity, The boss fights in the Dark Shrine 
are tough when you’re a beginner, and every edge is worth having , 

^ Yes . We did say boss fights. __ ^ 

For Humans 

Your group succeeds in destroying the reactor, but fails to stop Mother 
Trinity’s most deadly weaponry. The group returns to the Resistance s base of 
operations, when new information launches your final quest 


Reve joins the party In this task. His defense is low compared to Kai, so you'll 
want to keep him covered and properly healed. The enemies that appear in the 
first half of the Temple of Darkness are weak against Dark; those from the third 
zone onward are weak against Light. Keep this in mind when using techniques. 


wuum 



affection Chart 


01 

02 

03 

04 

05 


00 


01 


Reve appears suddenly In the 
Resistance base 

4 He’s our friend! 

4 He r s not an enemy! (Reve +3) 
4 Why are you here? (Reve +1) 

You're told you can t beat Reve 

4 It’s alright, my friends are 
here (Reve +2) 

4 You might be right, but... 


Rave pledges to betray 
Mother Trinity 

4 Reve is our friend too 
(Sarisa +1) 

4 Let's light together (Reve +2) 
4 Be careful 

Ana entrusts you to destroy 
Mother Trinity 

4 Mod silently (Sarisa +1, Ogi 
+1, Reve +2) 

4 Answer loudly 

To Ana an her way to destroy 
the Energy Furnace 

4 Wei! meet again if you make 
it through (Sarisa+1) 

4 Well wait for you (Ogi +1) 

4 Good luck (Reve +2) 

Ana's communications are cut 
oil in a bad place 

4 Trust her (Sarisa +1) 

4 Go to save her 
4 Give up (Reve +2) 

Evaluating your reaching 
Mother Trinity 

4 No big deal (Ogi +1) 

4 it was pretty hard 
4 It was so hard 
4 I thought we might not 
make it 


1 J 3 


09 


10 


11 

12 


Receive the Photon Eraser, 
but are gushed up against 
the wall 

4 Don’t give up, and fight 
back! (Sarisa+1) 

4 Stand up silently (Sarisa+1} 

Asked why people do such 
IodHsu things 

4 They're not foolish! 

4 Glare at Mother Trinity 


13 

14 

15 

15 

n 


Receive a 1 
stating that Ana has 
destroyed the Energy 
Furnace 

4 We’re saved! 

4 Then it will work out 
somehow...! 

You hear Hal's voice tm 
the radio 

4 I knew it! (Kai +1) 

4 Thank God... 

Mother Trinity asks why 
you fight 

4 For my triends (Kai+1) 

4 Against the people who 
would threaten peace 
(Ogi +1) 

4 To protect something 
important (Reve +2) 

4 To make people happy 
(Sarisa +t) 

You destroy Mother Trinity 

4 Shout with joy 
4 Shake your head (Ogi + 1 ) 


Sarisa disagrees with 
Dark Falz 

4 That's right! 

4 This is the last battle! 

To Reve, who chooses to 
stay behind in the breaking 


13 


4 Hit him (Reve +3) 

4 Throw him (Reve +1) 

4 Yell at him (Reve +2) 

Id the Indecisive Reve 

4 Let’s return together 
(Reve+1) 

4 You’re pitiful 

Sarisa says she hopes the 
story has a happy ending 

4 The story's not over yet 
(Sarisa +1) 

4 The story’s still going 
(Sarisa +1) 

4 it's the beginning of a 
new story (Sarisa +1) 

Let's go bach to the city 

4 Let’s go! 
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Mother Trinity has prepared another furnace. The group returns to the 
nation on the location of the new furnace, prompting the group to split in 


Asked why people do such 
foolish things (Revo +2} 

4 Glare at Mother Trinity 
(Reve +1) 


You meet Kai again in the 
Resistance base 

4 l knew you'd be safe! 
(Kai+2) 


i l was so worried! (Kai +1) 


Receive a transmission 
stating that Ana has 
destroyed the Energy 


Evaluating your reaching 
Mother Trinity 

4 No big deal (Ogi+1) 

4 It was pretty hard 
4 It was so hard 
4 I thought we might not 
make it 


Ana telis you that you can t 
win in a Tull frontal assault 

4 As long as my friends are 
here, we'll have a chance 
(Kai +3) 


4 We’re saved! (Reve +5) 
4 Then it will work out 
somehow.,,! (Reve +3) 


4 Hit him (Kai +3) 

4 Throw him (Kai +1) 
4 Yell at him (Kai +2) 


Mother Trinity asks why 
you light 

4 For my friends (Kai+1) 
4 Against the people who 
would threaten peace 
(Ogi +1) 

4 To protect something 
important (Reve +1) 

4 To make people happy 
(Sarisa +1) 


Ana entrusts you to 
destroy Mother Trinity 

4 Mod silently (Ogi+1 f 
Reve +2) 

4 Answer loudly (Reve +3) 


Sarisa says she hopes the 
story has a happy endiog 

4 The story’s not over yet 
(Sarisa +1) 

4 The story’s still going 
(Sarisa +1) 

4 It’s the beginning of a 
new story (Sarisa +1) 


To Ana on her way to 
destroy the Energy 
Furnace 

4 Well meet again if you 
make it through (Sarisa 
+ 2 ) 

4 Well wait for you (Ogi+1) 
4 We're counting on you 
(Kai +2) 


SUPER HARD 


SUPER HARD 


SUPER HARD 


THREE JOURNEYS MERGE 


Mother Trinity sends out three fragments as soon as the tight begins. You can’t hurt Mother Trinity yet, 
so locus on the little guys. Killing two of them initiates the second phase. 

It’s possible to avoid almost all of the damage in this phase. Get close to the spinning fragments to 
A deal damage safely. Most of their attacks are ranged or area hased. Every si* or seven seconds, 

I the targets reposition. Rush to follow them and Evade for a burst at speed when you're about 

II halfway there. This is the key to dodging the area-ol-efiect blasts they unleash. 

Sometimes you lake damage because a group member ticks off a second fragment and a blast 
gets too close to you. That’s not a big deal. Heal and keep going. You don’t want to use much 
^i^^ healing here, but a spare Monomale or two won’t kill you. 

As soon as the second Iragment dies, things change. The final fragment becomes immune to 
damage, and Mother Trinity comes forward for some tun of her own. 


Melee characters must he more careful. Using a longer weapon, line a swore, neips> w 
on damage without getting too close to her head. II you don’t have a longer meiee weapon, s 
back unlit her head lands and only come forward lor a single hit (not a combo). Retreat, avoid 
another head smash, and punish her again. Other characters do more damage here, hut that’s li 

Once you know to avoid these attacks, there isn’t much left to worry about. After the Irio ol head 
smashes, Molher Trinity targets all of her enemies and charges a heavy beam attack. Take a lull cumbos ot attacks for 
,e your Evade to roll aside before the beams tire. This lakes practice, but it's guile duable after you get used to the attack. Experienced Mghtei 
second combo of hits before the charge ends. 

Trinitu I.II.I Von’ve won But wait, there’s more. Fans of the series knew what’s coming. It’s our zany friend ot the land ol darkness and 


MIN 

MAGIC 


MAX 

MELEE 


ATK ACC 


MELEE 


DODGE 


MELEE I RANGED FIRE 


LOG DIFFICULTY | jy„j LT |p L |^[ multiplier 




1 DIFFICULTY SPEED 

■T.J.UJ.M 

[1-00 

1 hard 

1.00 

1 SUPER HARD 
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SUPER HARD 


SURER HARD 


SUPER HARD 


MAX 

MAGIC 


MIN 

MELEE 


MAX 

MEIEE 


D IFFICULTY | SPEED | HP I 


MELEE 


\li. /\ 

W \y 

- • iii 


THREE JOURNEYS MERGE 


□EfiTH IS nOT THE EnO 


new healing items. Do so! You start again at the beginning of the Mother Trinity fight. _ 


first reach Mother Trinity, let her kill you. This avoids the situation where you waste what you have killing her 


If you're low on supplies when you 
only to die against Dark Falz. 


When Darkness Falls 


ULr uuuui- ( 

DIFFICULTY mULT1PUER MULTIPLIER' 


RANGED 


the screen; that’s where Dark Falz has the hardest lime hitting people, 

Dark Falz is easy to hart, hut his damage output is I tightening. The black spheres he summons do damage to anything they touch. Keep all ol your allies 
alive to ensure that oo individual gels too much of their attention, Melee characters should hug Dark Fa z s flank 
while dealing damage. Have ranged attackers spread out. A tentacle comes up Irom the ground ,1 you stand m one 

place for too long, so stay mobile! 

Retreat it the spheres focus on your character. Let the other characters deal damage while you Evade and wait lor 
the spheres to go alter someone else. Healing through the sphere attacks is too much to ask uniess you re dramatically 

overleveled lor this fight. 

Dark Falz eventually starts a set of flybys, much like Reyburn’s. Evade to roll out of his way and wait fur Dark Falz to 
settle down again. Get hack on the damage train when you can and finish him off. 

The demon doesn't have many quirks when you think about it. He’s just a crazy damage dealer. Almost all weapons 

aflecl him well, and everyone has a chance to contribute. r- 




The world is saved by your heroic efforts. Even better, there are rewards for 
your work, hard Mode is now unlocked. All ol the existing quests are available in 
Normal and Hard difficulty. Hard quests get you far more Experience and money. 
They also give you access to higher grade equipment. Five stars is NOT the 
maximum. There are six and even seven star items in the game. You won’t see 
the best of the best in Hard Mode; that's reserved for Super Hard Mode, Unlock 
that by detesting all quests in the game in Hard difficulty. 


There are also new quests In the Hunter’s Guild. These extend the story and 
develop your characters as they help clean up the mess left behind by Mother 
Trinity’s fail. 
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NORMAL 


HARD 1 


HEAD 


SUPER HARD 


FCHLlFCi 


NORMAL 

HINDLEG [HARD 


SPHERES 
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10000 



















































































































































This chapter lists the various side quests and optional content tl 
the single-playet'StorJ Mode. Get your character to level 100, ti 
seek greater challenges. You have what it takes!. - I 


il'vi' 





a small Friend ++ 


Reward: All Resist Lv 1 
monsters 

t* df & & / 

Potumma UfiM-SB BA Trumitana BMUi 

description 

This quest concerns MAGs, Applicants must agree to total non-disclosure. 


description 

Tire octopus has returned to the Wetlands. Investigate and eradicate it 


Go back through Gurhacia Valley and kill Reyburm Search afterward for a 
glowing plant. Make sure to get all the items from the chest before picking the 
plant, because you end the mission afterward and head back to the Mayor, 


cel; connected * 


Reward: Ace/PP 


t* V t# i# m 

Gnaw! tture Garawilion BmMm Gp1iti!i[b Helfcci fleytium 


Learn more about MAGs while going back to Oblivion City. If you're at all 
confused about using MAGs, this is a neat quest that explains some of MAGs 1 
mechanics and the background for these helpful creatures. 


A number of ongoing quests show up even before you beat the game the first time. Completing the first few areas unlocks many of these side tasks. All of them are 
repeatable as often as you like, and you get rewards each time you win. It’s essentially paid grinding. You get free goodies while building extra Experience and items. If 
you're feeling underpowered and don’t have friends to play with, use repeatable quests to get up to speed. 

Deuilisn Return * -4^™ 


mayor's mission 4 


Reward: Twin Ketchup 


Reward: Grow Shower 


is Octo Diablo back? 

Go back through the Wetlands and kill another Octo Diablo. There is a story 
behind it, and you learn why the quest is repeatable. This is a good way to score 
another level or two before moving on. 


description 

You are to gather a certain plant from the valley. Foil secrecy is to be maintained. 


description 

There seems to t>e cable trouble in the valley. Can I get an escort, Justin case? 


monsters 


monsters 

m V i# ** V 

Mmvj] lfiiihupH- Earapythnn Gurahailan trWHa Helitrn 


But that giant ottwus*.. 
man there's iwen®" ™ 
ue real 1 v not fml 


flhi ykj out tare Jt Is. 

Pull here* and... Oof I There He so. 


Go back to Gurhacia Valley to find out about a broken cable. Natsume, a CAST, 
is there. She'll take you down the line and look for the actual break. By the 
time you get this quest, it's very easy to complete, There aren't any tricks 
or surprises. 


Bepeatatie guests 























































































Beating the “last" quest in the Normal difficulty Story Mode opens a mini her of optional quests at the Hunter s Guild, These quests are listed here. 


Fallen Flomers ..pnn 


(five on Hard) 


An expedition team and table workers clashed in the Rioh Snowfield. Investigate. 


collect the mucus ota mollusc horn Oartte Wetlands. Secrecy is to be maintained. 


fetch out" 
''they're tough I 


description 

Many af my compatriots lie in (he grotto ruins. Taka my Rowers to tfwm, please. 


description 

I want to explore an unknown cave. But l need an escort for the dangerous bits. 


so, oat exactly are vou doina here? 


benefits are fantastic I ve 
i it, can surely,saw nv ha 
no* The norm h I be saved! 


ugh the Snowtieid again. You don't face any new targets, and the 
e is rather low because of the weak enemies involved. Don t bother 
?ne on Normal difficulty unless you're being especially thorough, 
this Is a great way to introduce yourself to new difficulty levels. Yoi 
1 face a major boss, nor have any tricky foes to worry about. Get sa 


Return to Gzette Wetlands. Go through it and kill Octo DiaDio agan 
around the boss's area tor some precious mucus. Bring this item 
Mayor for your reward. This quest has a fairly amusing backstory. 


A grotto within the Maraka Ruins has been discovered; it's a place where fallen 
CASTS were laid to rest in ancient times. Ohyo, a CAST from town, has charged 
you with laying flowers in the grotto, in tribute to CASTs who have gone before. 

This quest takes longer than the 1 Love Ruins' 1 guest because it makes you go 
through the entire dungeon. Still, It's fairly quick and the monsters don't have 
any new upgrades. Try this if you're feeling a bit underpowered for the next 
difficulty upgrade. 

The final fight is another series of Rohjades, as usual. They're doomed! 


Nicolas wants to hire you and Ogs for this quest. Form a team and head into the 
Makara Ruins. The enemies' tactics are fundamentally unchanged. It won't he a 
problem even if you're still using weapons with Dark or Machine Affinity; these 
guys are weak enough that it won't make a difference. 

Fight to the end and trash nine Rohjades (three in each wave). It's easy money, 
Nicolas might not get everything that he wants out of the place, but that's 
sometimes how life goes for a venturing capitalist. 


description 

Help the Cakfl Shop workers llnd a lost sister. 


Luckily, that's the only tough part of the mission. 
Sorry, we had to throw that pun in there. 


THE QUESTS CONTINUE 
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Future Hunters** (live on Hard) 

Reward: Rookie/Guartl 


2 sets ef Heroes * * * « 4 p» 

Reward: Harisen 



Una's Request ***»■■« m 

Reward: Lieucon Sttlil 


I M ■ < i I 1 11 l i IM1I; I l i 

•» ’f t 


mother's memory ***&■ 

Reward: Spirit Garb 






monsters 


lef?M 


frpliflEm 


description 

Tii-e Dark Shrine needs to be investigated. Restricted to only the best Hunters. 


monsters 


monsters 


u k f f f sr ^ 

ipm ; ttmZ Ilndra ' H*fl' IW » “ liS! 


monsters 


k U * £ ♦_*’ 7* 

Kora Mem FI filer B fUJirR Ruler 8 flitaeln HumlMMI 


description 

We want to go pieces and learn about Hunts rsE Tbe ruins will be neato. 


Cyan and Millie are children of Dairon City; you may have seen them standing 
around the city entrance. They’re eager to get out and see the world, and they re 
hiring your team to escort them. Your destination is Oblivion City. The guest is 
comparable to your first trip through the “Artifacts” quest. By now your group 
has so much strength that you won’t break a sweat. 

Consider taking this quest on Hard difficulty, even if it’s your first time through. 
That's the only way to get new loot and more of an exciting challenge. 

It doesn't take long to escort the kids through the mins. They're young and 
enthusiastic, but you won’t have to defend them in battle (thankfully). The end 
fight is another match against Mobius and Chaos, They don’t have any new 
moves, so the old tactics work best Play the cautious game around the edges, 
hit Mobius' front for major damage, and use your Photon Blast when the two 
meet in the center. 


description 

Let's lake the whale crew out like old limes! People are staring, though. 


Things are getting strange back in town. Why do people think that Sarisa is 
teasing the baby MAGs? That doesn't sound like her. Ogi stealing flowers? Kai 
selling other people’s things? None of this adds up, 

A set of villains is posing as your group, and they’re hiding somewhere in the 
Area Plant. Chase them there and investigate. 

There is a substantial difficulty jump in this quest, if you've been hitting the 
Hard quests early, consider coming back down to Normal this time. Or, plan on 
heading back into town a few times for extra supplies. Bring your telepipes! 

Sadly, you can’t beat up the imposters when you catch them. There is another 
cool battle against Humilias, but the “bad guys" aren’t entirely what you think 
they are. 


description 

A guardian robol Is giving us trouble in the plant. Can anyone shut it dawn? 


Remember how hard this area was the first time you beat it? It’s not as nasty 
now because you know how to defeat Mother Trinity and Dark Falz r but that 
doesn’t mean you can skimp on your heating items. Make sure to stock up on 
everything you can before coming in. 


This is a good quest for farming Experience; there are many enemies that are 
worth a fair sum (even in Normal Mode), aid you can build power quickly. 
However, this is an awful quest for money until you’ve outleveled the Mother 
Trinity fight entirely. 


That said, money becomes fairly unimportant by this stage. You aren't going 
to buy many upgrades from the stores, so most of your money goes into item 
modification and healing items. 


To complete the quest as efficiently as possible, find a single-target weapon with 
as much of a Dark bonus as possible. Multi-target weapons aren’t important 
because most fights in here aren’t against big groups. The Derreos/Zerreos are 
the only swarmers, and they’re cheese no matter what you use. It’s all about 
killing the bosses quicklyi 

interesting tidbits of story in this quest, so It’s one you 

shouldn’t skip. 


Ana has asked Reve and your team to head into the Area Plant again. Reve isn’t 
normally the type to cooperate casually, but Ana knows how to put the screws to 
him. Bring a couple additional buddies and get ready for some fun. 


Reve isn’t yielding about much of anything, but the time with your group is 
doing him good. He’s starting to realize that it's not worthwhile to be "on” all 
the time. 


The Normal version of this guest is another cakewalk, On Hard you get a 
much more challenging run, Humilias has a ton more health, and the regular 
Arkzeins do enough damage to be a problem of their own. If you're still in your 
low 30s (or below), hold off just a bit longer or rerun some of the other Hard 
quests instead. 


Break out your Dark weapons again. Ana wants you to search through the Dark 
Shrine and learn more about Mother Trinity. She thinks that there were deeper 
motives behind Trinity’s actions, and the Dark Shrine is the most likely place to 
find out more. 










































































THE QUESTS CONTINUE 
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To Che Future *** (six on Hard) 

Reward; Taxion Gun 
monsters 


laphuliiiH 


f 


Mil 


T M 

adaHB MofcTrlilry mi Fall" 


The Eternal (six on Hard) 

Reward; ZQ Grinders 
monsters 

Anything «nd ckwyUTii 

description 

Qlimb ov&r TOO floors of the Eternal Tower, 


description 

We're irwestigatlnri lha Dark Shrine, Don't forget who asked for this quest. 


This is another Dark Shrine quest. Reve has been having strange dreams, and 
he’ll hire everyone to figure out what's going on. The logistics of this quest are 
very similar to the "Mother's Memory" quest, though the story is different and 
both are intriguing for their own reasons. 

Be careful about doing them back to back. It costs much more to stock up on 
Star Atomizers and Dimates/Trimates than it does to collect them over tinne, 
from chests. Space out these Mother Trinity/Dark Falz runs; hit higher difficulty 
quests from earlier areas in between to get substantial Experience and even 
more treasure. 


“The Eternal” quest is the longest quest in the game. This can only be played 
offline; it consists of a 101-floor tower. Each floor has several rooms, so it takes 
a full day of work to get everything done. 

What could possibly be worth that much effort, you ask? Well, there are many 
more rare enemies inside the tower. You often find multiple rare targets each 
time you go through the tower. 

Beyond that, there are bosses every ten floors. There’s also a bonus boss on the 
101 5t floor. This leads to a fair amount of treasure, Including the opportunity for 
extremely good items from the final fight. 


There sure are! You’ve probably noticed that the difficulty system rates missions even past the six star mark, but none of the quests go that high, So there has to be 
something else. Still, you don’t unlock anything by beating Mother Trinity again, even on Hard difficulty. 

The trick is to beat ALL quests or Hard. That includes “The Eternal” quest, so you won’t open the highest difficulty mode quickly. It takes many hours of play to take 
down all of the Hard quests. 

If you’re the type of person who gets a bit impatient racing for the end, DO NOT attempt to beat “The Eternal’’ on Normal and Hard, This is rot necessary. Normal quests 
don’t count. You can skip as many of them as you like. 





























































































The Leuel t.i 


Characters keep gaining levels until 
they reach level 100. That’s as high 
as you can go in Phantasy Star 
Zero. The same is true for MAGs 
(they are much easier to cap than 
your characters). 


collecting Che Best Gear 


There are rarely “one size fits all" solutions in Phantasy Star qmes. Some 
weapons aren't successful against certain bosses, and certainly it's best to have 
different elemental attributes for various weapons and armor. After your first 
time through Normal Mode, the leveling rate slows somewhat and you have 
more time with each set of gear. That’s when it's best to start collecting. 

Look for at least one weapon that excels at each attribute. Find an ideal Native, 
Beast, Machine, or Dark weapon. Switch these in and out between quests to 
ensure that your character slaughters targets quickly. Start doing the same thing 
with armor. Even if you have suits that are 10% worse on overall defense, that’s 
quickly overcome when you gain 30-40% from awesome attribute Resistances! 
Bring armor with high Fire Resistance to fight Rayburn. Bring armor with high 
Light and Dark to fight Mother Trinity and Dark Falz. 

Keep the spare equipment at the Hunter’s Guild so your inventory isn't 
completely filled. However, you might want to bring spare weapons or armor 
along for places tike the Eternal Tower. Enemy placement is random there; 
switch gear on the fly to stay at your best 


iterials (Raising scats) 


t Materials are rare, but they can be found in chests from time to 
time. If you aren't going to use them, go to the Joint Chest in 
the Hunter's Guild and leave the spare Materials for your other 
characters. This removes any element of waste. 


After a few quests are completed, your character finds out that there 
are stores in the sewers of Dairon City. Look for the manhole cover 
in the lower part of town, near the entrance. Use the cover to enter 
the sewers. Inside is a store where you can purchase items using 
Photon Drops. Materials are fairly inexpensive, and they're a great 
use of your Photons. 


Another item sold in the store is a Reset Material, This item rips 
off the Materials that you've already used on your character, so be 
hesitant to use it unless you absolutely know what you’re doing. 
The Reset Material is only good if you've accidentally purchased 
and used a wide range of Materials that you didn't really want Strip 
these off your character to start over and “respec” into a better mix 
of Materials. 


Use Materials to advance your character. Humans can use 100 
Materials per character, and both CAST and Newman can use 
up to 80. These items raise HP, PP, Power, Guard, Hit, Swift, or 
Mind. Because you can only use a limited number of Materials, 
it’s important not to stack on every random item you find. Instead, 
choose the stats you care about the most and only use Materials of 
that type. For example, a HUcast would often enjoy HP, Power, and 
then some Guard or hit. 
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Which race and class would you choose? 

\ always play as a HUmar, I love fighting on the 
front lines. 


Canyon provide any insight into the luture of the 
Phantasy Star series? 

Next year is the 10th anniversary of Phantasy 
Star Online, so 1 think well do something big tor 
that. Phantasy Star Zero should give you a taste 
of where the franchise is going. 

/ J 

What is your favorite hoss? Why? 

It's Reybim He’s the first hoss you meet, so 
he leaves an impression. And l think he’s strong 
enough that beating him feels really satisfying. 


Ill 111 


Star Wars & the Godzilla series 
Ratchet & Clank (The first one) 

mmmmm 

Yoshio Ozaki's Pitot Fish 
Saneatsu Mushakoji's Poetry 
Collections 

1 don't eat much. 

1 want more people to learn about 
Phantasy Star 


l like to challenge myself at anything. 

[MEwra 

l like bulling models. 

mmw 

tf I told you, it wouldn't be a secret, 


You're probably stuffed to the gills already wltp Phantasy Star Zero content, but there's something special here to add to 
it The Sega Japan team is fantastic to work with and-they agreed to answer a few questions about Phantasy Star Zero, 
the process of developing the game, and some fun little tidbits about who they are. Enjoy the six interviews from some of the 
people behind this incredible game. 


I stisiii Sinai Producer 


Was if challenging to work on an 
established properly and continue 
its incredible tradition of fun and 


:irlrlirtiuf>nPSR? 


) 


What's the best thing about 
Phantasy Star Zero? 

The fact that as a DS game, 
you can simultaneously have 
four players in full 30 n and even 
participate in visual chat. 


How difficult is it to balance the 
same levels for both offline play 
and cooperative play? 

Figuring out the right level of 
difficulty has always been a 
challenge for the Phantasy Star 
series. This time we really wanted 
you to be able to play it for a long 
time and get plenty of challenge 
out of it, so I think we ended up 
ramping up the difficulty a bit 


What rote did you play in the Phantasy Star 
Zero project? 

I had to bring everything together and also settle 
on our concept. I also had to make decisions 
when no one knew what to do. I also did a lot 
regarding how best to market the game, and 
supervised the creation of advertisements and 
promotional videos. 


M 

Q 


hat was your favorite part about 
this project? 

Everyone’s high level of motivation. 

I could really feel the positive 
energy from the team, saying “Let’s 
make something amazing!" 


It was very rewarding. There's 
always a risk of these things 
becoming stale, so 1 think our 
goal this time was to convert 
it into something that modem 
players could enjoy. 



What role did you play In the Phantasy Star Zero project? 

I was project manager and determined the overall development process. One 
of my most important jobs was having to convey Producer Sakai's vision to the 
people responsible for realizing each stage of production; 1 had to be the bridge 
between planner, designer, and programmer. Actually, I ended up having,to 
make a lot of important decisions without authorization, hut thankfully no one 
got mad, 

What was your favorite part about this project? 

Developing on the DS was a challenge for the Phantasy Star Team, but the 
overall mood was very positive. From beginning to end, it felt like everyone 
on every stage of the project was thinking let’s make this really great.” That 
was the coolest part, for me. We also got a lot of support from the companies 
outside of the development process. It was a blessed project in many respects, 
and the things we learned on this project will serve us well in future entries to 
the Phantasy Star series. 

Was It challenging la work on an established property and continue its 

incredible tradition of fun and addictiveness? 

It was very rewarding. We had many members on staff who joined Sega 
because of how much they loved Phantasy Star Online , and they were reaching 
their full potential by the time development on this project started. So l got to 
see a lot of people with incredible passion for the project They really wanted to 
create a title that wouldn’t disgrace the name of the Phantasy Star series, and 
they worked tirelessly to accomplish that. I feel so proud to have been a part 
of it. 

What’s the best thing about Phantasy Star Zero? 

It's the fact that you can connect to the network for free and play with players 
from ail around the world without hassle. Also, the ease of the stylus-based 
visual chat, which lets friends communicate with each other in a variety of 
ways. These are the two things I want people to get a chance to experience. 
Another point of appeal is the unprecedented amount of data for a DS title, with 
over 300 items, and a multitude of high-level player modes. 

How difficult is it to balance the same levels for both offline play and 

cooperative play? 

We were fine-tuning this up to the last minute, But we had some really excellent 
people working on this, and we already have over 10 years of know-how from 
working on Phantasy Star Online , so I don't think it was especially hard. The 
baseline we worked from was that the game should be quite easy with four 
people in cooperative play; then at three players it should be a good difficulty 
level; and one or two players it should be quite hard, That’s the difficulty level 
we tried to fine-tune it to. I think this is about standard for other series, as well. 

Which race and class would yau choose? 

FQmar. FOmar’s visual design was one of the hardest to decide on, so I have 
some affection for him from that. The fact that he can use melee attacks, 
ranged attacks, and techniques all fairly well made him convenient to use 
during game-checks, so at some point during the process J just grew to like 
him a whole lot. 


Gan you provide any insight into the future of the Phantasy Sterseries? 

I think Producer Sakai can answer this question best (though I can't say for 
sure), but given that it is Sega's flagship RPG series, I’m sure we’ll see many 
evolutions to come. 

What is your favorite boss? Why? 

[ like the Reyburn that appears in Gurhacia Valley. He’s the first boss we 
created, and we focused on map gimmicks, actions, and impact with him. The 
result is something quite glorious, and [ have lots of good memories of the 
process that went into its development. The project manager thought of the 
name "Reyburn”, with the "Rey" in his name coming from the "zero” in the 
game's title. (“Rei" is the Japanese word for 0). I remember thinking what a 
great name that was as a symbol of the boss, 

IflHM'S MM,.. 

mmmmm 

Ponyo ; it's a masterpiece. When I first saw it I was so overwhelmed by 
all the layers of meaning, I smiied the whole way through. 

081^^ 

Outside the Phantasy Star series, it's Konami's Love Plus. I turn on my 
DS to go on a date with her at least three times a day, 

it may not have an English translation, but there's a Japanese fantasy 
novel called UFO to Neko to Geemu no Kisoku (UFOs, Cats, and the 
Rules of the Game), j read It in middle school, I still read it again from 
time to time, 

ChupaChups lollipops, because they don’t get your hands dirty. 

When i eat them in the building people are surprised, they mistake 
them for cigarettes. 



Even if l watch videos on YouTube I can't always imagine the feeling of 
playing the game. Even if 1 can imagine it, I still find myself wanting to 
try out the controls for myself. I want to experience it. That's the kind 
of feeling I want to inspire in my own games. 

There are plenty of things I like and dislike, but once I really get 
involved in something, I become obsessed. I might stay in the same 
place for hours on end just pulling the finishing touches on it. 

mmimsm 

Walking. I walk for two hours every day. While I walk, I think about a 
lot of things, and make note of those thoughts. 

I'm an open book. I don’t hide anything. I don't even have curtains 
at home. 


139 


















































































lira MM Design Leaner and Character modeling Team Leader 


Wtiat role did you play in the 
F/riffltesySfar Zero project? 

As the Design Leader 1 managed 
the design team's schedule, and 
allocated resources, such as 
memory, within the team itself. 

As the Modeling Team Leader, 

! managed the modeiing team's 
schedule, and plotted out the 
process for character modeling 
and creation. 

What was your favorite part about 
this project? 

The sheer amount of data 
we were able to create with 
limited resources. 

Was it challenging to work m an 
established property aod continue 
its incredible tradition of fun and 
addictiveness? 

it doesn’t matter what game I’m 
working on, l always give my best. 


Wliat’s the hest thing about 
Phantasy Star Zero? 

The new forms of communication 
we were able to implement, 
particularly the visual 
chat system. 

How difficult is itio balance the 
same levels for both offline play 
and cooperative play? 

We treated them like two different 
games on one ROM card, rather 
than just separate modes within 
the same game. 

Which race and class would 
you choose? 

FOnewearl, without a doubt. 


Can you provide any insight into the 
future of the Phantasy Star series? 

I'd like to take our challenge to 
non-portable consoles. 

HI mirs ms... 7 

John Irving’s The World 
according to Garp , Alex 
Cox's Repo Man, & Andrei 
Tartovsky's Stalker 

ICO (Sony Computer 
Entertainment) & Solstice: The 
Quest for the Staff of Demnos 
(Software Creations Ltd.) 

mmmrnm 

Haruki Murakami’s Kafka on the 
Shore , Ryu Murakami's Coin 
Locker Babies, Phillip K. Dick's 
VALtS, & Hiroshi Ishlkawa’s 
Mtmigari Nelly no Gonyuugaku 
Banzai Banzai Banbanzai 


What is your favorite boss? Why? 

If you like a boss you’ve created, 
objectively speaking, that must be 
a good boss. 



Edamame Snacks 


mmm 


(MSaMTSfiEM 

The player’s ability to create. 


Going for bicycle rides. 

Taking pictures. 

SIMM 

http://www.flickr.com/ 
photos/35175156@N07/ 



art Director 


' Wh)l role did you play in the Phantasy Star 
X° project? 

] supervised the design work in each stage, and 
alsib did c 


f 


i character design. 


G 


What was your favorite part about this project? 

Being able to build a whole world from scratch. 
We all knew we were creating something good, 
and 1 could see that in the eyes of the designers, 
planners, and programmers. 


What’s the hest thing about Phantasy Star Zero? 

The fact that the game is modeled in full 3D and 
four players can still play seamlessly over Wi-Fi. 


Was it challenging to work on an established 
property and continue its incredible tradition of fun 
and addictiveness? 

If you pay too much attention to tradition, you 
risk making your world a very shallow one; if 
you ignore tradition entirely, you risk alienating 
the player base. It’s a hard balance to maintain. 


& 


„.ow difficult is it to balance the same levels for 
both offline play and cooperative play? 


.. .1 didn’t have much input on the game 
balance, so I don’t know. I just kept telling them 
to increase the damage of the guns. I was so 
afraid of the Ranger class getting nerfed... 


Which race and class would you choose? 

I’d choose a RAmar (male human ranger), since 
guns are more powerful than swords. 

Can you provide any insight into the future of the 
Fftan/asyS/arseries? 

„ ,L. can’t really answer this, but.,, oh, in 
Japan, Phantasy Star Portable 2 comes out in 
December! 

Whal is your favorite boss? Why? 

1 like Humilias, because I love mecha. 


gun m H 

Him things like Brad Pitt's Fight 
Ch/band Se7en , and Tarantino’s 
Pulp Fiction and Reservoir Dogs. I 
also like zombie movies (both 28 
Days Latermd 28 Weeks Later). 
Basically, I don’t watch much but 
action movies, horror movies, and 
psycho-suspense movies... and 
the theatrical G undam movies are 
masterpieces! 


The Silver Case, the Meta! Gear 
Solid series, & the Megami 
Tensei series 

iiaiiffl 
Japanese mystery novels; I also 
Illustration collections and 
art books. 


Nothing, sines I don’t like getting 
the controller dirty, 




FJDMSII 


World building and 
character design 


MW 

Animation, toys, t-shirts, sneakers 
Drawing 

mrm 

\ have the blood of a samurai 


z 


Midi Tanase 


main Programmer 




What role did you play in the Phantasy 
Star Zero project? 

I managed player-related programs, 
and doled out the workload and 
schedule for the programming team. 

What was your favorite part about 
this project? 

The team got along really well, we 
really got into it. 


What’s the best thing about Phantasy 
Star Zero? 


K, 

SE 


The visual chat, 

Hdw difficult is it to balance the 
same levels for both offline play and 
cooperative play? 

f’ve made similar games in the past, 
so it didn’t seem that hard. 


Was it challenging to work on an 
established property and continue 
its incredible tradition of fun and 
addictiveness? 

Satisfying the traditional player 
base white inserting new things was 
definitely hard, but very worthwhile. 


Which race and class would 
you choose? 


£ 


HUmar 


What is your favorite boss? Why? 


Octo Diablo, because Salisa’s 
involvement is interesting 


UJnurs ms... 

isssmmmm- 

The Star Wars series 

mM 

Final Fantasy 11 



Thinking about 
personal goals 


mmswmss 

Traveling 

mm 

When I first graduated, I 
was offered jobs at both 
Nintendo and Sega, but I 
turned Nintendo down. 


Nanami Shiono’s Stories 
of the Romans 

mm 

Spicy lotus root chips 




FOCUSED 


Communication 



What role did you play in the Phantasy Star Zero 
project? 

[ was in charge of enemies, which meant 1 did a lot 
of Toilow-up work on each scenario. 

What was your favorite part about this project? 

I liked the energy of the project, it felt like we made 
it from start to finish without stopping. I liked that 
there were a lot of young people with fresh ideas 
on the project, and that people actually listened to 
those ideas. 

Was it challenging to work on an established property 
and continue its incredible tradition of fun and 
addictiveness? 

Our mission was to bring In the core players white 
stilt appealing to a new generation of players using 
the DS’s functionality, it was hard to balance 
those two purposes, but because of that, it was 
especially rewarding. 

What’s the best thing about Phantasy Star Zero? 

We wanted to make it easy for a beginner to jump in, 
but provide a depth for you to get really involved in if 
you want to. There are a lot more elements than you 
would expect to see in a Nintendo DS game, and we 
didn’t have to sacrifice the depth of each element to 
do it, I think that the fact that we could accomplish 
a game with this much content Is the best thing 
about it. 


How difficult is It to balance the same levels tor both 
offline play and cooperative play? 

We calculate the value of each parameter, and 
we play through the game and adjust things 
appropriately. We put a lot of work into it, playing 
over and over again in cooperative and offline mode 
to get it just right. No matter how long it took, we 
knew we couldn't neglect this aspect of the game, 
because bathes are where players will be spending 
most of their time. It took a long time, but 1 think we 
were able the right balance in the end. 

Which race and class would you choose? 

I like Techniques and I like Newmans, so 1 use 
FQnewm a lot. 

Can you provide any insight into the future of the 
Phantasy Star senes? 

I’ll leave this one to Producer Sakai. 

What is your favorite boss? Why? 

My favorite is probably Humilias, since I loved 
combining robots when I was a kid. 


U/ws mi.. 

The Rock 


Evert 7-out of infinity 

Ted Chiangs Story of Your Life 

\mm 

I don’t usually eat while I'm 
playing games., 

mmmm 

Whether or not each character 
can stand up on their own as a 
unique creation. 

g mmm 

Billy’s Boot Camp 

\mmmm 

Reading 


mmm 

I don’t have secrets. Even if I 
did, if I told you, it wouldn’t be 
a secret anymore. 
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FATE IS IN THE PALM 
OF YOUR HANDS/ 
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9 780744 011739 


200 years after the "Great Blank" Humans are still working toward peace and prosperity. As a 
Hunter, you’ll be tasked with venturing into the outskirts and removing potential threats to the 
peace. The truth is coming to light and you must reveal it. Are you up to the challenge? 


(JA/ALKTHRQUGH 

Three races and three walkthrough paths. We cover each one! 

^ BOSS STRATEGIES 

The bosses are ruthless and we provide the best strategies to bring them down! 


t14 CLASSES 

Each class and race 
combination is analyzed 
, showing the strengths and 
weaknesses of each type. 
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